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The Arcadia Saga takes the concept of adventure 
card games to the level of epic storytelling. 
Your quest begins with Arcadia: The Wyld Hunt, as you strive to learn the fate of Lord Gamine, 
the only one who can end the Darkening that plagues the realm of the fae. 
The story continues in Arcadia: King Ironheart's Madness, as you battle a ruthless dictator who is determined to 
destroy paradise and rebuild it in his image. 
And while the fate of Arcadia is shrouded in mystery, one thing is certain - its destiny lies in your hands. 
Arcadia: The Wyld Hunt is available in July. 
Arcadia: King Ironheart's Madness is on sale in November. 


To learn more about Arcadia, check out 
<www.white-wolf.com> 
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Magic Compendium 
This issue’s Magic Compendium includes Mirage card combinations, 
a special Mirage-themed “From the Library of Leng,” the latest 
rulings and errata, “Deck Clinic,” and much more. Check out the 
Compendium’s table of contents on p. 21 for more details. 


The Horizon Shimmers:The Making of Mirage 
by Michael G. Ryan 
Follow the sun and leave the old world you've known behind—Jamuraa, the setting for 
Magic's next stand-alone expansion, awaits you. Here’s your chance to put the first footprints 
in the sands of a new continent! Get the back story, strategy from the designers, and the 
Mirage card list. Plus “Midnight at the Oasis,” a playtesters’ preview of the cards of Mirage. 


EXPERT ADVICE 
39 Card Spotlight 


by Chris Page 

Chris turns the spotlight on Mirage's big, 
blue bruiser, Taniwha, a 7/7 trampler 
with one of Mirage's tricky new abilities: 
phasing. 


Excuse Me, Mr. Suitcase? 

by Paul Peterson 

Don't be afraid of change. Learn the 
right way to react to global effects. 


Deck Deconstruction: 
Erhnageddon and 

Erhnam ’n Burn’Em 

by Beth Moursund 

Erhnam Djinn decks are hot, and Beth 
Moursund explains it all. 


Murk Dwellers 

by Tom Wylie 

Tim finally finishes off that pesky Benal- 
ish Hero before she can get her Holy 
Armor on. Pay close attention as Tom 
Wylie breaks down the Fifth Edition 
rules, Magic's latest simplification. 
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The Impact of Alliances .................0.00. 52 
by Rob Hahn 

Since becoming legal for tournament play, A//iances has 
had a sweeping effect on Type II. Some strategies have 
been bolstered, while others have been given reason to 
worry. Still others have been completely transformed. 
“Schools of Magic” historian Rob Hahn takes stock of 
the changes with this preliminary report. 
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68 Netrunner 
by Jonathan Tweet and Tom Wylie 
Surprise the Corp and plug a hidden 
resource kit into your Runner 
multideck. Also, feed your head 
with Proteus picks and the 
Proteus card list. 


90 Magic:The Puzzling 
by Mark Rosewater 
Mark Rosewater (that wacky puzzle 
guy) gives you the chance to use 
those new Mirage cards; plus, Mark’s 
soap-opera life continues in “Magic 
Tricks,” where he also reveals the 
answers to last issue’s puzzles. 


96 Lost in the Shuffle 
by Richard Garfield 
Richard “penny-ante” Garfield 
speculates about the positive effects 
of big money on Magic. 


DEPARTMENTS 


4 Mark My Words 
8 About our Contributors 


11 Letters 


18 What’s New? 
With Phil and Dixie 


NEWS AND REVIEWS 


15 WotC News 
Get the latest in Magic, 
Netrunner, V:TES, and 
BattleTech news. Plus 
Mark Rosewater reveals the 
rarest Magic card and much, 
much more.... 


73 Reports on 
Trading Card Games 
by Allen Varney 
Eat or be eaten—life in the 
TCG industry. Plus, game 
news and notes. 


77 Middle-Earth: 
The Dragons 
by Rick Swan 
Iron Crown continues the 
success of Middle-earth: 
the Wizards with its first 
expansion. 


83 XXXenophile 
by Mike Selinker 
Everything you always 
wanted to know about the 
adults-only game but were 
afraid (or too embarrassed) 
to ask. 


84 From the Guys 
Downstairs 
by Mike Elliott and 
William Jockusch 
In Chaos Overlords, you 
control gangs who try to 
take over the city. 
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Part of the Game 


agic has changed my life. No question about it. Thanks to Magic, 
I have changed careers, moved to another city, made many new friends, 


designed or developed numerous Magic expansions, become a magazine 
columnist, written a book, directed a video, worked as a color commen- 
tator, helped plan the Pro Tour, written a German pamphlet and a 
Japanese comic book, and run around the office dressed as a giant, white rabbit. 
In addition to all of this, 1 am a contributing editor for The Duelist. 

As I assume most of you know, I have worked with The Duelist from pretty close 
to the beginning. For those of you who bother reading the masthead, you'll have 
noticed my slow climb up the ladder from Contributing Writer to Content 
Reviewer to R&D Review Coordinator and, finally, to Contributing Editor. 

Regardless of the title, my job has essentially remained the same. I do everything 
I can to help make The Duelist a magazine that players want to read. The kind that 
makes them eager the week before it arrives and happy the day it shows up in the 
mailbox. To me, The Duelist shouldn't just be a read; it should be an experience. 

How do we accomplish this? We give the readers what they want: 

Insider Information. The Duelist is put out by Wizards of the Coast. This 
means we have access to information that no one else does. I, for example, work in 
Magic R&D, helping make day-to-day decisions that have a tremendous impact 
on the game. It is my duty to you, the readers, to make sure that I let you in on 
what's really happening behind the scenes. 

Expert Advice. Our writers don’t just know the game, they make the game. 
Whether working to create Magic or playing at the highest competitive levels, our 
authors are authorities on their topics. You need to know rules? Get the dirt 
straight from Tom Wylie, the man who runs the rules. You want insight into what 
makes Magic tick? Listen to Richard Garfield give his two cents. 

The Official Word. There are three official sources for Magic information: the 
rulebook, the Internet, and The Duelist. When it’s printed between these pages, 
you have our guarantee that it’s true. From card lists to the latest rule changes, The 
Duelist is the official word. No other magazine can say that. 

Reader Interaction. There is no connection more important to a magazine than 
that between itself and its readership. The Duelist is no exception. From the “Let- 
ters” page to “House Rules” to “Deck Clinic,” the reader is an integral part of what 
we do. To help make this as easy as possible, we have an email address 
(duelist@wizards.com), a mailing list (duelist-l), a Web page (www.wizards.com), 
and even a quaint old snail-mail address (P.O. Box 707, Renton, WA 98057). 

In the office we often talk about the “metagame.” The metagame of Magic goes 
far beyond the playing of any single duel. It includes deck building, trading, talking 
strategy with friends, reminiscing about past games, and discussing the latest 
expansion. It is all the pieces that fit together to make Magic special. 

My greatest hope for The Duelist is that it can be part of the glue that holds this 
metagame together. I want readers to feel as if The Duelist isn't just about the game 
but is in fact part of the game. A lofty goal, but a worthy one. 


OWarb. Crumb 


MARK ROSEWATER 
Contributing Editor 
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The Duelist is published bimonthly by Wizards of 
the Coast, Inc., 1801 Lind Ave. SW, Renton, WA 
98055, United States of America. Application to 
mail at second-class postage rates is pending at 
Renton, WA, and at additional mailing offices. 
POSTMASTER: Send address changes to The 
Duelist, P.O. Box 469086, Escondido, CA 92046. 
©1996 Wizards of the Coast, Inc. All rights 
reserved. No part of this magazine may be 
reproduced (except for review purposes) without 
the prior written permission of the publisher. 
Material published in The Duelist does not 
necessarily reflect the opinions of Wizards of 

the Coast, Inc., its employees, or its editorial staff, 
who are not liable for opinions expressed herein. 
® denotes a registered trademark and ™ denotes 
a trademark, owned either by Wizards of the 
Coast or by others. Most product names are 
trademarks owned by the companies that publish 
those products. Use of the name of any product 
without mention of trademark status should not 
be construed as a challenge to such status. 
Wizards of the Coast, Magic: The Gathering, 
Deckmaster, Garfield Games, Arabian Nights, 
Antiquities, The Dark, Legends, Fallen Empires, Ice 
Age, Chronicles, Homelands, Alliances, Mirage, Dark 
Sovereigns, Ancient Hearts, Darkness Unveiled, The 
Sabbat, Proteus, The Great Dalmuti, The Duelist, 
Mr. Suitcase, The Duelist Companion, Magic: The 
Gathering Pro Tour, and Duelists’ Convocation 
International are trademarks of Wizards of the 
Coast, Inc. Jyhad, and Vampire: The Eternal 
Struggle are trademarks of Wizards of the Coast, 
Inc., and White Wolf Game Studio. Netrunner is 
produced by Wizards of the Coast under license 
from R.Talsorian Games. Netrunner is a 
trademark of R. Talsorian Games. BattleTech, 
MechWarrior, and ‘Mech are trademarks of FASA 
Corporation. The BattleTech universe is owned 
by FASA Corporation and used under license by 
Wizards of the Coast. 


ADVERTISING: Contact The Duelist's 
Advertising Sales Manager, Bob Henning, at 

(206) 204-7262. All advertising submissions are 
subject to approval by Wizards of the Coast, which 
reserves the right to refuse any advertising for any 
reason. Advertisers and their agencies agree not 
to hold Wizards of the Coast, Inc., liable for any 
loss or expense from alleged wrongdoing that may 
arise out of the publication of such 
advertisements. 

SUBSCRIPTIONS: To subscribe to The Duelist, 
call (800) 395-7760. Subscriptions are available 
within the U.S. at $17.95 for six issues. (For 
Canadian orders, send $22.95 US; other foreign 
orders, send $37.95 US.) Duelists’ Convocation 
members may subscribe to The Duelist at the 
discounted rate of $14.95 US ($18.95 US for 
Canadian orders) for six issues. To inquire about a 
subscription, write to The Duelist or contact our 
fulfillment agency, Publisher's Creative Systems, at 
(800) 395-7760. The Duelist is available for $4.95 
US per issue at game and hobby stores, comic 
book stores, and other retail outlets nationwide. 
SUBMISSIONS: The Duelist welcomes 
submissions from readers. To obtain our 
submission guidelines, write to us at The Duelist, 
Attn.: Submissions, P.O. Box 707, Renton, WA 
98057-0707, or email us at duelist@wizards.com. 
For general information about Magic: 

The Gathering and other Wizards of the 
Coast products: Call Customer Service at 
(206) 624-0933, M-F, 9 A.m.—6 Pm. (PST) or 

email custserv@wizards.com. United Kingdom 
customers, please call 0345-125-599 (in the U.K.) 
or 44-141-226-5205 (outside the U.K.), M-F, 9:30 
AM.-6:30 P.M., Glasgow time. 
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Gerry Grace. This month’s cover illustration by English artist 
Gerry Grace is a reinterpretation of the Crimson Hellkite, a power- 
ful new red creature featured in the new 330-card Mirage stand- 
alone Magic expansion, which is scheduled for release in October. 
For Grace, who illustrated ten of the Mirage cards, including Crim- 
son Hellkite, the cover assignment was a welcomed responsibility. 

“The work for Wizards is perfect for me,” says the 1976 graduate 
of England’s Bath Academy of Art. “I've always been sort of torn 
about drawing science fiction and the fact that I love archeology and medieval history. 
The chance to translate a volcanic fire dragon was just grand.” 

Grace, a forty-two-year-old freelance illustrator who specializes 
in paperback book covers, is very big on detail. “The challenge 
was to actually make it fit the cover,” he explains. “I knew there 
would be some sort of cover text to work in, which kind of dic- 
tated the dragon's pose. But I thought I might go for as much 
realism as possible.” 

All told, Grace spent the better part of a week drawing, 
painting, and retouching his showpiece for The Duelist. “I like 
to use all the hours I can during the week,” says Grace, which 
means working into the early morning hours. “The dragon 
follows through from the original card brief. The lava I just 


added to enhance the heat aspect of the thing.” Grace's 
Aator’ rae G d hofies 4 Crimson Hellkite 
s for inspiration, Grace draws much of it from science- was originally called 


fiction films, namely Forbidden Planet. “It just keyed me 
into special effects,” he says. “I truly appreciated Ray Harry- 
hausen, who's now retired. He was a special-effects man who accomplished a 

great deal with pre-computer-generated work.” 

Born and raised in Northampton and currently living in Brighton, Grace always 
knew he'd be an artist. “When I was about eight, one of my teachers thought I'd make a 
good art teacher. While I was never very good at standing up and lecturing in front of 
people, I have been drawing and painting ever since I can remember.” 


Volcanic Fire Dragon. 


The Juggler 


Jeff Franzmann. Here’s a guy who's never afraid to tackle an assign- 
ment. Jeff Franzmann, a twenty-three-year-old Internet rep for 
Campaign Outfitters, a gaming store in Winnepeg, likes to dabble in 
several projects at once. Beyond his Internet duties, Franzmann doubles 
as a contributing author for The Duelist. He writes a column entitled 
“Single-Card Strategies,” a feature first made popular on the Net. The 
focus of his prose is to find unexpected uses for particular cards. 

“T enjoy writing for The Duelist,” he says. “I just like the way the 
magazine really covers Magic. It’s much more comprehensive; it provides the back- 
ground on the game that gamers really need.” 

A voracious reader and a recent graduate of the University of Manitoba, Franzmann 
actually started up another business seven months ago: Canticle Publishing, Inc. The 
company’s first project, a forty-eight-page quarterly magazine titled, appropriately 
enough, Single-Card Strategies, debuted in August. Its content includes assorted strategies 
for games ranging from Star Wars and Star Trek to Highlander and, of course, Magic. 

Franzmann is a former Western Canadian Junior Champion in saber (fencing). Nowa- 
days, however, he enjoys spending leisure hours either playing Magic (which he picked 
up immediately upon its release three years ago) or frequenting Die Maschine, a local 
Gothic-themed pub. Confesses the writer-entrepreneur, “I’m really into that stuff.” 
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This Issue Brought to You By: Fourth of July 
excuses; “kindred spirits”; |, Claudius; attempts to 
make Rutger Hauer the most popular god; those 
drizzly, chilly Seattle summers; Tampopo's ramen; 
Jeris, Missoula’s undisputed Netrunner king; ebtg: 
Tori “goddess” Amos; Claudette Colbert's left 
side; the Ree! Schpee! mini-revival; Bite of Seattle 
(“Ostrich—the other red meat!"); the slew of 
Cancers (“Aargh! Not another birthday party!"); 
Jorp (one part peanuts, one part red hots); 
Artemis 2020; Jarts; brownies; and the Olympic 
Dream. 
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LETTERS — 


Reserved Tactics 
| jae that it is fair to 
reserve cards from being 
reprinted. If you have been 
playing long enough to 
acquire “impossible-to-get” 
cards, you deserve to get their 
best prices and rarity, even if 
some people whine about it 
being unfair that, despite their 
having played for a shorter 
time, they can’t get good 
cards. Granted, older cards are 
generally better, and many of 
them can make a huge impact 
on a duel, but if you can’t get 
these, play in Type II! 

Also, I'd like to agree with 
the letter called “Rude Awak- 
enings” in Duelist #11. I think 
that the game should involve 
more strategy instead of 
intimidation, distraction, and 
disagreement with judges. 
There should be rules to dis- 
courage, and even prevent, 
this from happening. 

ANnpy LEwis 
Grayson, Kentucky 


Aim to Kill 

‘ournament Magic isn’t 

for everybody. Players 
who love the game for the 
purity of its strategy have 
probably found that they dis- 
like the tournament environ- 
ment, just as Nathaniel Bogan 
demonstrates in his letter 
“Rude Awakenings.” I believe 
in Richard Garfield’s hope to 
escalate the game to a 
respectable, intellectual sport. 
However, in Nathaniel’s letter, 
an important aspect of the 
“intellectual sport” was not 
addressed. Magic is a strate- 
gic, thinking game. The intel- 
lectual half of the description 
is not in dispute. But in a 
tournament setting, it is also a 
sport. Players talk trash in 
basketball, linebackers growl 


- 


at the quarterback, catchers 
insult the batter's wife while 
they wait for the pitch. You 
may not agree with their 
methods, but understand that 
distraction tactics and intimi- 
dation are accepted practices 
in any sport. 

I think that the psychology 
behind these tournament tac- 
tics adds a whole new dimen- 
sion to the game. Anything, 
within the rules, to throw off 
your opponent is fair game. 
I’ve seen cold confidence win 
tournaments; I’ve even seen 
people write bold, distracting 
text upside down on their 
land. Nerves of steel can 
complement even the best of 
decks. Similarly, an easily 
intimidated player can lose to 
a weaker deck played by 
someone willing to exploit 
his opponent's weakness. I 
confess to winning many 
tournaments that I shouldn't 
have simply by rattling my 
opponents. So, I might sug- 
gest, with no offense meant, 
that if you can’t stand the 
heat in the kitchen, go play 
on the coffee table. That 
should be civil and classy 
enough for the meek. 

David DEVENPORT 
Columbia, SC 


Eye for Detail 
j Shes of all, I'd just like to 
say that everyone at The 
Duelist must be doing a fan- 
tastic job because your maga- 
zine rocks. It was great to see 
all of the information on 
Alliances so early. My brother 
and I both look forward to its 
arrival in the mailbox. 
Secondly, I seem to recall 
reading somewhere about 
Charlie Catino saying his 
name would never be spelled 
correctly in a rules booklet. 


lhe dress you see here, called “Widow's 
Revenge,” was designed, constructed, 
and presented by Marsy Sumner, from cards 
donated by me, Charles Sumner. The cos- 
tume was entered into the masquerade at the 
Arisia Science Fiction Convention with the fol- 
lowing introduction: 
“Her husband had fought many duels 
before, yet this time she feared she would 
lose him forever. He had devoted all of his energy 
and all of their savings into equipping himself for these 
battles, and she was worried. She tried desperately to 
find a way to fight back, to reclaim him from... Magic: 
The Gathering. 

“Working day and night, she constructed the ultimate 
weapon—the only thing that could tear his attention away 
from his addiction. Beware sorcerers, for the real duel has 
begun.... Tap this, baby!” 

“Widow’s Revenge” was constructed from approxi- 
mately three hundred Magic cards, hand-stitched on each 
side to form a dress with the colors of the cards creating 
vertical stripes. Cut-out Mox Pearls form the earrings, and 
the tiara is made of gold legends. All the cards in the dress 
were original black borders and included many rares from 
each Magic expansion. The costume won awards for Best 


Workmanship in the Novice Division and Best Card 
Trick, and brought rousing applause from the audience. 


CHARLES SUMNER 
Somerville, MA 


Send us a witty, thought-provoking, or downright creative letter, 


and we may feature it as our spotlight letter. “Widow's Revenge” 
started a fashion trend around our offices. 


Well, I noticed that in issue 

#11, on pages 20-21 in 

the A/iances credits that 

Mr.Catino’s name is spelled 

“Cartuno.” Is that a real 

mistake, or is it a joke? 
ROsE-ANNE MEISSNER 
Redford, MI 


We do admit to the occasional 
misspelling or typo, but this one 
was definitely intentional. We're 
glad someone noticed the joke! 


THE DUELIST 


Ante Up 
Teen with Scott 
Hellinga’s letter in “Your 
Turn” of Duelist #10. He 
stated that “One of any card is 
not that unbalancing.” What 
he may not have realized at 
the time is that some cards 
were banned not because of 
power but because they were 
undesirable for tournament 
play. From the non-ante cards 
on the Type I Banned List, 


OCTOBER 1996 JI 


LETTERS (continued) 


four out of six (Chaos Orb, 
Divine Intervention, Falling 
Star, Shahrazad) were not 
banned because they were too 
powerful, as shown from the 
“Banned and Restricted Fact 
Sheet” on pages 57-58 of 
issue #10. The other two 
cards, Channel and Mind 
Twist, are major components 
of instant win combos and 
first-turn kill decks. Even if 
you restrict them to one per 
deck, they could be reused 
(with Recall, Regrowth, etc.), 
accessed too easily (Demonic 
Tutor, Demonic Consulta- 
tion), or copied (Fork). Magic 
would no longer be fun if it 
became that degenerate. 
JULIEN C. COLVIN 
Baltimore, MD 


Biting the Nec 
Ro Hahn's “The Power 

of Death” in Duelist #11 
illustrated many well-thought 
strategies that can help enrich 
any Necrodeck. I have been 
playing in tournaments regu- 
larly since May of 93 and am 
one of three commissioners in 
the sixteen-member Urza 
Magic League. My concern is 
that some players may rely 
wholeheartedly on the strate- 
gies Robert has detailed, only 
to find themselves frustrated 
as to why they are not “win- 
ning consistently” as he has 
suggested. 

For serious Type II compe- 
tition, I strongly advise against 
playing an all-black deck. 
Robert made this suggestion 
on the assumption that 
Necropotence is a difficult 
spell to cast. He also made a 
very solid point that Necropo- 
tence is best played when the 
player has achieved a “parity 
situation.” But by the time of 
parity, it is highly likely that 
the player will have little-to- 
no difficulty finding three 
black mana, even if playing 
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two colors. Additionally, most 
players of black will have a 
couple Dark Rituals. 

While I would suggest 
diversifying your deck colors, I 
would oft suggest diversifying 
your deck concepts. Robert 
discusses hand destruction 
and land destruction as means 
of disruption and threat neu- 
tralization. I agree that well- 
placed cards such as Hymn to 
Tourach or Strip Mine are 
extremely effective, even in 
the same deck. However, hand 
destruction and land destruc- 
tion often tend to directly 
oppose each other. Land 
destruction forces the oppo- 
nent to hold cards that she 
would otherwise have played, 
while hand destruction, of 
course, empties her hand. 
Also, neither strategy tends to 
be effective because the 
player's resources are spread 
between the two. 

I heartily disagree with 
Robert that the Disk is neces- 
sary for “winning with a 
degree of consistency.” The 
power of the Disk is offset by 
two dangerous penalties that 
must be handled with extreme 
care: it comes into play tapped, 
and it destroys its controller's 
non-land permanents as well 
as the opponent's. Your oppo- 
nent is likely to Disenchant, 
Crumble, Shatter, Divine 
Offering, or steal it before you 
can use it to your advantage. 
Now don’t misunderstand me. 
I agree that the Disk is a 


fantastic card. I would simply 
encourage players to customize 
their decks according to their 
playing styles, strategic 
strengths, and personal prefer- 
ences. Some players may dis- 
cover another card in the 
Disk’s place to help inflict dis- 
ruption or neutralization. 

I would just caution players 
to keep an open mind to 
flexible strategies. Then they 
will not only win consistently 
while playing for fun, but 
they'll also win more consis- 
tently in serious competition. 

Eric W. DELAY 
Arnold, MO 


Robert Hahn responds: 
I mostly agree with Eric Delay’s 
suggestions. Players who have 
achieved a level of expertise in 
Magic usually develop their own 
style. One only needs to look at 
Dennis Bentley's nonstandard 
Necrodeck that won the 
National Championship for con- 
firmation. Individual study and 
personal development are both 
necessary in refining a deck con- 
cept into a killing machine, and 
often individual style goes 
against conventional wisdom to 
deliver victory consistently. 
However, extreme care must 
be taken when diversifying 
colors, particularly in the 
Necrodeck. Color diversification 
is painful in Type I; the Ice 
Age “pain” lands and City of 
Brass both tend to cause, over the 
course of an average game, 6 to 8 
damage to their controller. Ina 
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Necrodeck, that translates to six 
to eight fewer cards. Cards like 
Barbed Sextants and Birds of 
Paradise either are too unreli- 
able, take up valuable slots, or 
cannot readily be used in a 
mostly black deck. Depletion 
lands are generally too slow for 
Necrodecks. That leaves basic 
lands as the other alternative. 
Use of nonblack basic lands leads 
to consistency problems in my 
view, plus vulnerability to selec- 
tive land destruction. That's not 
to say that some minor color 
diversification can't be an advan- 
tage, if properly done. The key is 
to make sure that your primary 
color is well supported. Other- 
wise, what is meant to support 
your primary strategy may end 
up destroying it. 

Discard and land destruction 
are not primary strategies of the 
Necrodeck; they are, as I wrote, 
early disruption of opponents’ 
strategies. To say that the 
Necrodeck uses hand and land 
destruction because of the pres- 
ence of Hymns, Specters, Strip 
Mines, and Ice Quakes is either 
to misunderstand the deck or to 
describe a different deck. The 

fast, efficient, and difficult-to- 
hill creatures of the Necrodeck are 
the core of the Necrodeck’s strat- 
egy. Discard and land destruc- 
tion, and the Disk as well, 
merely support this. 

Mr. Delay writes that he 
doesn't necessarily think 
Nevinyrral’s Disk ts a vital card. 
But unless you have an alterna- 
tive way to kill enchantments 
and artifacts, the Disk remains 
the only way for a mostly black 
deck to deal with two entire 
categories of permanents. It has 
its vulnerabilities, as Mr. Delay 
points out, but those are taken 
into account by most good 
Necrodeck players—casting 
Hymn to Tourach before playing 
the Disk, for example, to try to 

force the Disenchant from the 
opponent’ hand. ® 
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of the Future 


In early 1997, players will enter the world of Jamuraa again as Visions, the expansion set 
for Mirage, continues the story of the war among the mages. Because both sets were 
designed and developed simultaneously, players should experience a smooth transition 
of playability between the two sets. 
Visions will be sold in 15-card boosters, which will retail for $2.95 each. Players eager 
to see some of Visions’s more than 150 cards won’t have to wait long—preview cards 
from the set are scheduled for release this fall as part of the Magic: The Gathering 


Multiverse Gift Box. 


Experience the Diversity 
of the Magic Multiverse 
November will see the release 
of the Magic: The Gathering 
Multiverse Gift Box, the per- 
fect holiday gift for Magic 
veterans and novices alike. 
The Multiverse Gift Box will 
contain two preview boosters 
from the upcoming Visions 
expansion, a Japanese- 
language black-bordered 
Chronicles booster, an Italian 
Alliances booster, a German 
Renaissance booster, and a 
French Homelands booster. 
The six boosters will be pack- 
aged in an attractive rein- 
forced display box that 
converts into a carrying case. 
The Multiverse Gift Box will 
retail for $19.95. 


MCI Sponsors 

Magic Pro Tour 

MCI Telecommunications 
and Wizards of the Coast 
have reached a licensing 
agreement for MCI to spon- 
sor the Magic: The Gather- 
ing Pro Tour. The 
comprehensive multi-year 
relationship gives MCI exclu- 
sive rights to produce and 
distribute Magic prepaid tele- 
phone calling cards world- 
wide. As part of the 


agreement, MCI will 
develop a unique inter- 
active voice retrieval 
(IVR) system from which 
Magic players around the 
world can get frequent tour- 
nament ranking results. 

“Sponsorship of the Magic 
Pro Tour by a blue-chip inter- 
national corporation like 
MCT is a milestone not only 
for Wizards of the Coast but 
for the entire industry,” says 
Peter Adkison, president of 
Wizards of the Coast. 

According to David 
Hoppe, events marketing 
manager for Wizards, the 
prepaid phone cards will be 
issued in limited-edition runs 
and will feature artwork from 
a variety of Magic sets, old 
and new. The initial launch of 
the cards will include phone 
cards that feature Jester’s Cap, 
Balduvian Horde, Black 
Lotus, Serra Angel, and 
Dakkon Blackblade. 

The phone cards can be 
used for either regular long- 
distance calling or for access- 
ing the IVR system, which in 
addition to other features will 
allow players to check their 
most current Duelists Convo- 
cation rankings. The cards 
will be sold in denominations 


Phone home and check your 
ranking at the same time. 


of twenty or thirty “units,” 
with each unit equaling one 
minute of domestic long- 
distance calling. In addition, 
Hoppe says the cards will 
be rechargeable at a very 


BattleTech, Wizards of the Coast’s fourth 
trading card game, is on schedule for a 
November 7 release. The game, based on 
FASA’s game of armored combat in the 
thirty-first century, will be sold in sixty- 
card starter decks ($8.95) and fifteen- 
card boosters ($2.95). In addition to cards and a 


competitive rate. The prepaid 
phone cards will be available 

through normal retail outlets 
beginning in early November. 


Acclaim to Unveil 
Magic-Based 
Home-Console Game 
Want to witness the world 
of Magic come to life? 
Check out Acclaim’s Magic: 
The Gathering—The 
Planeswalker War (working 
title) video game for home- 
console systems (not to be 
confused with MicroProse’s 
Magic: The Gathering 
computer game), scheduled 
for release in mid-November. 
The game will be available 
for Sony Playstation, Sega 
Saturn, and Windows 95- 
compatible computers. 

“Our basic take on the 
game was to take the essence 
of the Magic: The Gathering 
game—the dueling, the con- 
flict between wizards—and 
turn it into a real-time multi- 
player strategy game based on 


rulebook, starter decks will also contain a six-sided 
die. There will be over three hundred cards in the set, 
and according to BattleTech project coordinator Ron 
Richardson there are expansions planned for 1997, the 
first of which will arrive in late spring or early summer. 


Richardson adds that BattleTech demonstrations will be 
run at conventions throughout the summer and into early 
fall, so if you’re at a convention, stop by the Wizards of the 
Coast booth and check out this exciting new game! 
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WotC News 


(continued) 

the fantasy adventure world that sur- 
rounds Magic,” says product manager 
Allen Rausch. “Rather than play cards, 
you'll see creatures like the Lord of the 
Pit and the Craw Wurm come to life on 
the screen, [and you'll] command them 
in real time.” 

In the game, players can battle the 
computer or other players for control of 
territories in two different modes: basic 
and campaign. Rausch says the game is 
designed for multiplayer play; on Win- 
dows 95 the game will be able to handle 
a four-player game via the Internet or 
local networks, while on the Sega Saturn 
and Sony Playstation up to four people 


can play via serial cable. Suggested retail 
price will be around $59.95. 


ant rules and formats are being consid- 
ered as well. All in all, this effort by 
Wizards of the Coast will give V:TES a 
stronger presence in the area of sanc- 
tioned tournaments. The process is 
underway now, so expect to see some 
changes in the next month or so. 


VAMPIRES MATCH WITS 
AT ORIGINS 

Methuselahs abound! About fifty people 
participated in the Vampire: The Eternal 
Struggle tournament held at the Origins 
game convention over Fourth of July 
weekend. The event was a constructed- 
deck, Swiss-style tournament that lasted 
three rounds and was called at 3:30 a.m.! 
Every participant received an Ancient 
Hearts booster pack. The overall winner 
was Linda Fine, who earned a total of 
eight victory points over three rounds. 
Congratulations Linda! 


—Shawn F. Carnes 
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The Word From HQ 


Teach Them a Lesson 

Are you having trouble pulling your friends away from their Magic cards long 
enough to learn Netrunner? If aren’t ready to give up their codependent relation- 
ship with the Serra Angel you may want to try a different approach to get them 
wired into Netrunner. The Netrunner Demo Kit is a quick, easy way to introduce 
your friends to Netrunner. The kit shows new players all of the game’s basic con- 
cepts, including both the Corp and Runner sides. The best part is that the demo 
only takes about fifteen minutes to complete. To get in on the action ask your 
local TCG retailer. They can get more kits by contacting their Merchant Rela- 
tions representative at Wizards of the Coast. 


Get It While It’s Hot! 

Proteus, the first expansion set for Netrunner, is on the streets and going quickly. 
The set introduces new types of cards, including Hidden Resources, which are 
resource cards that the Runner puts into play face down. They allow the Runner 


to take further advantage of the element of surprise, 
il} which has thus far been mainly a Corp strategy. 
‘ Another new strategy, Bad Publicity, gives the Runner 
a new way to win: By mounting a successful “smear 
campaign” against the Corp, the Runner can potentially put the Corp out of 
business—or at least thwart its plans. 

Runners don’t get a// of the attention in Proteus, however. The Net community 
has discovered an old technology that allows programs to change themselves 
when needed. Many corporations have put this special technology to use in their 
data forts. Be on the lookout for ice that changes form on the fly. Expect to also 
see icebreakers capable of dealing with the dangerous new ice. Proteus provides 
many new strategies, and the print run is smail. if you want the latest tech for 
your deck, upgrade to Proteus soon. It’s now or never. 


Data and Bits (and Bits and Bits) 

Tired of using half-melted M&Ms to keep track of your bits? Then check 
your local store for the Netrunner Data Pack. Produced by Chessex, this game 
accessory contains all the different counters you need for a game of Netrunner, 
packaged in a convenient card box that accommodates both of your decks. 
The Netrunner Data Pack's suggested retail price is $6.95, and it should be 

in stores now. —Kevin Maples, Netrunner mole 


MOEBIUS DOES NETRUNNER 
Proteus, the first expansion for Netrunner, 
will feature several cards illustrated by 
world-renowned artist Moebius, well- 
known for his science-fiction illustrations 
as well as his work for science-fiction 
and fantasy movies such as Dune, TRON, 
Willow, and The Abyss. 
The set will also include many cards 
illustrated by popular Magic: The 
| Gathering artists. 
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Insider Trading 


by Mark Rosewater 


y an Suthwmg® 


here’s been a lot of 
debate about what 
exactly is the rarest 
Magic card. I’ve heard 
people guess everything 
from a Beta Volcanic Island 
to an Arabian Nights misprint 
to Proposal (the mock card 
Richard Garfield used to pro- 
pose to his wife). This year’s 
World Championships finally 
put the issue to rest. The rarest 
Magic card in existence is the 
“1996 World Champion” card. 
Created exclusively for this 
year’s winner, the “1996 World 
Champion” is a one-of-a-kind 
card designed by yours truly 
and illustrated by Christopher 
Rush. As there obviously aren't 
enough of them to go around, 
I thought I'd give you a peek 
at what it looks like: 


R.S.V.LP. Last issue I men- 
tioned the existence of the 
Duelist Invitational, Magic’s 
equivalent of the All-Star 
Game. The number-one ques- 
tion I’ve received (well, after 
“How can I get invited?”) is 
“How will the sixteen players 


be chosen?” As with any 
who’s-who event, there is an 
elaborate selection process. 
We compiled the names 

of every Magic player who 
fell into at least one of three 
categories: 1) they had scored 
in the Top 64 at a professional 
tournament, 2) they were a 
national team member from 
any team competing at the 
1996 World Championships, 
or 3) they ranked in the Top 
25 of the Type I, Type II, or 
Sealed Lists at the time the 
World Championships stand- 
ings were announced. 

These players’ names and a 
description of each player’s 
accomplishments were put 
onto ballots that were given to 
every competitor at this year’s 
World Championships. Each 
voter was allowed to pick six- 
teen names. We tabulated the 
results and passed the top 
thirty-two names to a special 
panel (headed by yours truly) 
hand-picked by the editors of 
The Duelist. Next issue I'll 
announce the panel and their 
selections for the sixteen invi- 
tees for the very first Duelist 
Invitational. 


Gimme Five. While all of 
you were eagerly awaiting the 
arrival of Alliances, we in 
Magic R&D were putting the 
finishing touch on our devel- 
opment of Fifth Edition. 
While I’m not supposed to tell 
you what's in or out, I can let 
you in on a few secrets: First, 
due to popular demand, the 
next version of the basic set 
will include a selection of new 
art for some of the cards. Sec- 
ond, Fifth Edition should be a 
slightly larger set than Fourth 


ee 


Edition, with the number of 
commons and uncommons 
being expanded. Finally, 
expect the slaying of a few 
sacred cows (steak, anyone?) 
to make room for a number 
of the more popular Ice Age, 
Fallen Empires, and Homelands 
cards. 


Objets d’Art. In “Insider 
Trading” in Duelist #11, I 
explained that the Duelist 


Convocation was giving away 


two alternative art cards 
(existing Magic cards with 
new artwork) with Legend 
memberships. This prompted a 
number of you to write in ask- 
ing, “But what cards are they?” 
Since inquiring minds want to 
know, I thought I'd not only 
tell you that the cards are 
Counterspell and Incinerate 
but show them to you as well. 


In God Books We Trust. 
One of the many tools avail- 
able here at Wizards of the 
Coast is a binder with pages 
containing color pictures of 
every Magic card in existence. 
Referred to as a god book, it is 
the single most useful item for 
Magic reference. I have spent 
many a convention having to 
break the news to players that 
the god books are only for 
WotC employees. But no 
longer! I am happy to 
announce that The Duelist, 

in conjunction with Carlton 


_ Wott News 


t 


Publishing, is producing a 
hardcover book with color pic- 
tures of every card (including 
all the expansions to date and 
Fourth Edition). In the back of 
the book is an index to end all 


indexes, with everything from 
cantrips to saboteurs to hack- 
able cards, grouped together 
for easy access. Look for it in 
stores late this year. 


A Rosewater by Any 
Other Name... Since this is 
my column, I thought I'd take 
the opportunity to explain 
how I ended up getting a card 
named after me (which, I must 
add, is cooler than words can 
describe). Often during the 
development of a set we end 
up with design “gaps,” which 
we fill by designing cards on 
the spot. When we came up 
with a rare green creature slot 
in Mirage, | offered an idea 
that I'd been keeping for just 
such an occasion. Although 
the idea was enthusiastically 
accepted, I had one small 
problem: I couldn’t come up 
with a name for it. We were 
running behind, so Bill Rose, 
lead developer for Mirage, jot- 
ted down “MaRo” (the first 
two letters of my first and last 
names) since it had been my 
idea. We intended to replace 
this temporary name when 
R&D or Continuity (the 
department in charge of 
names, flavor text, and back 
story) found a better one. But 
somehow the name stuck, and 
it managed to traverse the 
complicated naming process 
unscathed. Once I realized 
that “Maro” was official, I 
wrote the flavor text specifi- 
cally for the card and bought 
the original art. 

Mark Rosewater continues to 


risk his job to reveal the future 
of Magic. 
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Ron Spencer is a free- 
lance artist whose work 
can be found in Magic, 
Rage, and Shadowfist. 
He's also recently been 
dabbling in the illustra- 


tion of children’s books 


Wot Picks 


his issue’s ““WotC Picks” theme is—you guessed it—Mirage. 
All the combos here include at least one card from the latest 
stand-alone expansion, and we have the feeling that these 


cards aren’t going to fade into the horizon. 


Shallow Grave and 

Nicol Bolas 

It’s no surprise if you haven't 
included Nicol Bolas in 

your deck. This flying 7/7 
creature has a casting cost 

of 2¢6@®2% 22 andan 
upkeep of @# @! But with 
Shallow Grave from Mirage, 
you can easily get it into play 
for a one-shot hit and empty 
your opponent’s hand. Shal- 
low Grave lets you put the top 
creature card from your grave- 
yard into play for a turn as 
though it were just 
played, but without 
summoning sick- 
ness. So discard 


Nicol Bolas 
(using Jalum Tome or Mind 
Bomb) and then retrieve it for 
a surprise hit. And because 
Shallow Grave is an instant, 
you can use it as a surprise 
blocker during your oppo- 
nent’s turn too. 


Daring Apprentice and 
Enduring Renewal 

Daring Apprentice is a 1/1 
creature that you can tap and 
sacrifice to counter a target 
spell. That's great for a one- 
shot deal, but combine it 
with Enduring Renewal and 
your opponent will really be 
asking for permission. 


Flood Gate and 
Cloak of Invisibility 
Here’s a way to get mass 
creature destruction without 
harming your own creatures. 
When Flood Gate leaves 
play, it deals 1 
damage for 
every two islands 
you control to 
each nonblue crea- 
ture without flying. 
That’s all well and 
good, but if you wait 
for your Flood Gate to 
bite the dust you could 
be in for a long wait. 
That’s when you enchant it 
with Cloak of Invisibility, 
which gives it phasing. 
Every other turn, phasing 
creatures leave play, and 
that’s when Flood Gate will 
deal its damage—not just 
once, but each time it phases 
out. Of course, you could 
also give your Flood Gate 
flying and kill it that way. 


Worldly Tutor and 
Polymorph 

Ever wish you could exchange 
one creature you have in play 
for a better one? Now you 
can. As an instant, Worldly 
Tutor lets you search your 
library for a creature card and 
put it on top of your library. 
Choose the creature you need 
most and then cast Poly- 
morph, which lets you bury a 
target creature, and then put 
the first creature card from 
your library into play as 
though it were just played. 


Reckless Embermage and 
Spirit Link 

Reckless Embermage is a 2/2 
creature that deals 1 damage 
to a target creature or player 
and 1 damage to itself for 
every 1 @ you pump into it. 
If you enchant it with Spirit 
Link, you can gain 1 life for 
every 1 damage it deals. Thus, 
each time you activate the 
Embermage you'll gain 2 life 
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because of Spirit 
Link. So pump 

1 @ into Reck- 
less Embermage 
once each turn 
(you can do 
so during 
your oppo- 
nent’s turn 
and your turn), 
and gain 2 life 
every time you 
do so. 
Political Trickery, 
Sorrow’s Path, and 
Icy Manipulator 
Sorrow’s Path isn’t a very 
popular land card since it 
deals 2 damage to you and 2 
damage to all your creatures 
whenever it’s tapped. But 
with Political Trickery, which 
lets you trade control of a 
land with your opponent, 
you may reconsider the 
Path’s usefulness. Once 
you've given your opponent 
control of Sorrow’s Path, you 
can make it deal damage by 
tapping it with Icy Manipu- 
lator every turn. 


Goblin Tin- 
kerer and Scars 
of the Veteran 
You can spend @ 
and tap the 1/2 
Goblin Tinkerer to 
destroy a target 
artifact; however, 
the artifact deals an 
amount of damage 
equal to its casting 
cost to Goblin 
Tinkerer. 
Chances are 
you'll only get to 
use the Tinkerer’s special 
ability once before it dies. But 
if you destroy an artifact with 
a high casting cost and then 
cast Scars of the Veteran from 
Alliances, yow ll give the Tin- 
kerer a +0/+1 counter for each 
point of damage prevented 
and have a tougher Tinkerer 
for destroying future artifacts. 


Carrion and 

Howl from Beyond 

Need quick blockers or lots of 
creatures for sacrificing to 
your Fallen Angel or Lord of 
the Pit? Carrion lets you sac- 


rifice a creature and put a 
number of 0/1 Maggot tokens 
equal to that creature’s power 
into play. So attack with a 
creature and then cast Howl 
from Beyond on it. Now you 
can pump as much mana into 
the Howl as you like and 
either sacrifice it or else just 
have a big attacking creature. 
The more you pump, the 
more tokens you create. 


Phyrexian Dreadnought, 
Tidal Wave, Righteousness, 
and Flash 

Phyrexian Dreadnought is a 
12/12 trampler with a 
casting cost of 

1. The catch is 
that when it 
comes into play, 
you have to sacri- 
fice any number of 
creatures with a 
total power of 12 or 
more. That can be 
quite difficult, but it’s 
made easier when you 
can summon the Dread- 
nought on your opponent’s 
turn with a creature that is 


cient OS eget 
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WotC 
Tricks 


“Time...to die.” 


Roy Batty, from the 
film Blade Runner 


Um, we mean time for your opponent to die. 
With these nifty timing tricks you can ensure 
that your opponent reaches the graveyard 
before you do. 
MAKE WAY 
eed to make way for an 
awesome attack? You can 
tap 4 and Amber Prison to 
tap a target artifact, creature, or land 
and if you choose not to untap the 
Prison the target card won’t untap 
during its controller’s next untap 
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phase. The clever part comes when you 
use Amber Prison to lock down two of 
your opponent’s creatures; all it takes 
is the right timing. Use it during your 
opponent’s upkeep to lock down a 
creature for his or her turn, and then 
untap the Prison during your turn to 
lock down another creature. Now 
you've helped clear the way for your 
own attack. 


TURNING THE TABLES 

When your opponent declares an attack 
with multiple creatures, use Ray of 
Command to untap the biggest crea- 
ture and gain control of it. Now use it 
to block the next biggest attacking 
creature. You can even follow up by 
using Carrion from Mirage to sacrifice 
the creature you're controlling and 
create a bunch of 0/1 Maggot tokens. 
What a great way to foil an attack! 


going away at the end of the 
turn anyway. Wait for your 
opponent to attack. Then cast 
Tidal Wave, a blue instant 
that puts a 5/5 Wave token 
into play. This token is buried 
at the end of the turn. Next 
cast Righteousness on the 
token, which gives a blocking 
creature +7/+7 You now 
have a 12/12 creature to 


gure oe 


sacrifice for the 
Dreadnought, but you need 
to be able to cast the Dread- 
nought on your opponent's 
turn, before the Wave token 
leaves play. That’s when you 
use Flash, which lets you cast 
a creature from your hand 
with reduced casting cost. 
Because Flash is an instant, 
you can cast Phyrexian 
Dreadnought on your 
opponent's turn. 


? 2 


P ¢ 


“WotC Picks & Tricks” was compiled by 
Melody Alder, with contributions from 
Mischa Donders, Mike Elliott, Bill Rose, 
and Mark Rosewater 
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he following five 
Magic tourna- 
ment variants 
were played at 
Origins ’96 as fun alter- 
natives to the cutthroat 
competition of some of 
the other play. Andrew 
Finch, who works in 
Events at Wizards of 
the Coast, created 
several of them. 
When people came to 
Andrew’s tournaments, 
they had only a vague 
idea of what they were 
getting into—the only 
direction they were 
given was akin to, 
“Come with a Type Il 
deck.” When asked if 
participants enjoyed 
the new formats, 
Andrew just grins slyly, 
saying, “People like 
being challenged.” 

We'd love to use your 
house rules too, so send 
them to “House Rules,” 
The Duelist, P.O. Box 
707, Renton, WA 98057, 
or to <duelist @wiz- 
ards.com.> If we print 
your variant, we’ll send 
you a free Duelist life 


counter. 


Tournament Variants 


Iron Mage 
“Iron Mage” is a quick tournament style requiring 
skill and endurance. Each player has only 20 life for 
the entire tournament. This means that the tourna- 
ment has to be single elimination, and each round 
lasts only one game. If you end a round with 
more than 20 life, begin the next round with 
only 20 life. Otherwise, the rules are the same 
as for any other tournament. “Iron Mage” 
can be run as a Sealed-Deck or a Con- 
structed-Deck tournament. 


One-of-a-Kind Standard 

“One-of-a-Kind Standard” is a Constructed-Deck tournament 
with the following modification: you can have only one of any 
card other than basic lands in your deck. (This style is also 
sometimes call “Highlander.”) 


Planeswalker 
“Planeswalker” is an interesting tournament style that chal- 
lenges your ability to adapt to a changing environment, much 
like a planeswalker would have to do. Every ten minutes, a 
random enchant world or random event is selected, which 
affects all games currently being played in the tournament. 
Some suggested effects include those effects created by 
Black Vise, The Rack, Gravity Sphere, Howling Mine, Drop 
of Honey, Orcish Oriflamme, Stasis, Mana Flare, Blood 
Moon, Enduring Renewal, Meekstone, Vibrating Sphere, 
Zur’s Weirding, Ivory Tower, Manabarbs, Power Surge, 
Titania’s Song, Land’s Edge, Living Plane, Underworld 
Dreams, Shatterstorm, Hurricane, Wrath of God, Armaged- 
don, Timetwister, Inferno, Mana Clash, Jokulhaups, Pox, 
and Wheel of Fortune. These effects cannot be countered, 
prevented, disenchanted, or modified in any way. Otherwise, 
“Planeswalker” is the same as any other Sealed- or 
Constructed-Deck tournament. 


Pro-Tour-Deck Tournament 

Compete using the best decks from the first professional tour- 
nament, held in New York. You can buy the Inaugural Edition 
decks or else build the decks using standard Magic cards. 


Rainbow Magic 

“Rainbow Magic” is a Constructed-Deck tournament with 
several modifications to the deck-construction rules: Include at 
least six spells from each color in your deck. (Multicolored cards 
count for only one of the colors in the casting cost.) Only basic 
lands can be used, no artifacts are allowed, and there are no 
sideboards. Deck size must fall between sixty and eighty cards. 
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fete 
Pentacolor 
Marisa Ong and Kyle Brink 


 Ilied Pentacolor” is a 
variant on Pentacolor 
Magic in which each of 
the five players builds a 
to from two allied colors: 
_ blue/black, red/black, 
__redigreen, green/white, or 
, blue/white. Each player’s goal 
is to take out the two play- 
ers opposite him or her. For 

ee if you’re playing 
: red/green, you need to kill 

_ blue/black and blue/white. 

_ The game is over as soon as 

ne person can win. And 
_ that’s not as difficult as it 
may seem since two players 
sy share one opponent. 

_ Because each player has two 
Eesiors (instead of one as in 
_ regular Pentacolor), we don’t 
have to worry about banning 
certain cards, such as Anar- 
chy or Tsunami. We play this 
‘variation quite a bit since we 
_ have five players, and, unlike 
_ in regular Pentacolor, color 
er don’t totally wipe you 


2 os 
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out. It does make certain 

_ cards, such as Lhurgoyf, more 
_ powerful—but that’s in the 
nature of multiplayer games. 
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From the Library of Leng 


Phyrexian Dreadnought and 


Prismatic Circle of Protection 


LOST HISTORY 
nly a few days ago, Zhalfirin 
sailors discovered a barnacle- 
encrusted chest on the northwest 
beaches of their country. Inside 
the chest, they found a scroll of a pow- 
erful circle of protection, the scorched 
remains of an artifact wasp, and a salt- 
stained journal containing a hastily 
scribbled tale of bravery, destiny, and 
doomed hope—the story of Steel 
Island and the Wavecrester. 
According to the nearly illegible 
pages of the journal, the Zhalfirin ship 
Wavecrester had sailed for the so-called 


TheWar of Mirage 


“Burning Isles” to make the waters safe 
from renegade.spell casters and cut- 
throat captains. That was two years 
ago. After a year of defeating pirates on 
the open seas, the Wavecrester was still 
well stocked with a full crew, powerful 
sorcerers, and war engines. 

But their good fortune ended when 
they encountered a gigantic castle on 
an island barren of life, all this made 
even more intimidating by the whirling 
ther storm surrounding the castle’s 
tallest spire. The captain of the Wave- 
crester, so much in awe of this phenom- 
enon, cast a portent spell and recoiled 
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southeastern side of the continent, where 
shifting gates lead to the land of the Arabian — 
Nights. And on the northwestern edge, 

three great civilizations thrive: the Femeref, 
the Zhalfirins, and the Suq’Ata. This is a brief 
history of how Teferi’s mirage-like island 
brought war to the people of Jamuraa. 

Teferi was a man whose teachings had guided the Zhalfirin people for nearly a 
millennia. Some two hundred years ago, in the midst of magical experiments 
with the construction of time, Teferi was forced to take his entire island out of 
the timeline, causing everything upon it to vanish. 

This caused a mild disruption in the time-stream of Dominaria, attracting the 
attention of three powerful wizards: Kaervek of the Burning Isles, Jolrael of 
Mwonvuli, and Mangara of Corondor. The three settled in the lands near Teferi’s 
Isle to study this strange phenomenon. Over the next two centuries, all three of 
the wizards steadily gained power and influence, but only Mangara took a deci- 
sive position with the people of Jamuraa. Growing jealous of this, Kaervek 
entrapped Mangara in an amber prison. Then he sent the creatures of Jolrael, as 
well as his own creatures, to destroy the citizens of Jamuraa. 

During the opening days of this conflagration, Teferi’s Isle slipped back into 
reality, and the planeswalker quickly became aware of the war, choosing not to 
interfere in order to avoid endangering his experiments. Meanwhile, 
the three nations of Femeref, Zhalfir, and Suq’Ata have united in an effort to 
defeat Kaervek, but Femeref is being overrun, and most of the Suq’Ata people 
have chosen to hide behind their borders. Only if Mangara is freed from the 
amber prison will the citizens of Jamuraa have a fighting chance of surviving 
this wizard war. —Scott Hungerford and Pete Venters 


Be wee) Isle, as depicted by Gerry Grace 
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nets 
nent of Jamuraa in the world of Domi- — 
naria. An expansive desert covers the 


in shock at what she saw within the 
structure: emotionless, mechanical 
clockwork gnomes building legions 

of flying servants. All of the creatures, 
gnomes, clockwork avians, and mechan- 
ical wasps alike, were constructing a 
massive dreadnought of metal and 
sorcery, a destructive artifact the likes 
of which present-day Dominaria had 
never seen. 

The journal dubs this foreboding 
place “Steel Island” and only gives 
sketchy details of its history. The 
unnaturally intelligent gnomes sought 
only to fulfill their orders and return to 
their creator by building the biggest 
artifact creature to ever walk on Domi- 
naria. Then they planned to enchant it 
with flying so they could search for 
their master. But the gnomes saw the 
Wavecrester’s appearance as a threat to 
their goals, so they used their artifact 
creations and rudimentary spell abili- 
ties to attack and hold back the enemy 
long enough for them to flee astride 
the dreadnought. Though the battle 
was fierce and the Wavecrester’s pris- 
matic protection spells were strong, 
history says the gnomes managed to 
escape just as the captain and her crew 
were overwhelmed. 

Dominarian history will never know 
the true conclusion of this conflict, 
though all the evidence points towards 
the defeat of the Wavecrester by the 
clockwork gnomes of Steel Island. The 
battle was likely a close one, and while 
history may claim the battle went one 
way, now you can learn for yourself 
what happened on that fateful day. 
Can you and your crew learn the 
secrets of Steel Island and land in the 
Wavecrester, unchallenged, upon the 
shores of this deserted isle? Or will you 
take the role of the gnomes of Steel 
Island and ensure that your mechanical 
minions fulfill their destiny? 

—Scott Hungerford and Jon Wilkie 
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PLAYING COMPETING DECKS 


he Wavecrester” and “Steel Island” 
are two Magic decks designed to 
play against each other. One 
features Phyrexian Dreadnought 
and the other, Prismatic Circle of Pro- 
tection, both from Mirage. Each deck 
has an overwhelming victory condi- 
tion, which is a method of winning 
that is very difficult but that will prove 
you are a true master of strategy and 
tactics! Of course, the game can be 
played normally, with each player 
fighting to destroy his or her opponent, 
but it is much more satisfying to 
achieve your overwhelming victory. 


THE WAVECRESTER 
Overwhelming Victory: The victory 

is yours if you can use your Pirate 

Ship to deal the finishing blow to your 
opponent's life total. The Wavecrester 
has defeated the gnomes, learned the 
secrets of Steel Island, and escaped 
alive! 

Strategies: Get your Island Sanctu- 
ary and Mystic Decree into play as 
soon as possible, as Steel Island will 
attack early and often. Augment the 
combo with Howling Mine, which 
allows you to draw while keeping your 
opponent from attacking. Get out one 
of your zapper creatures and blast away 
at your helpless opponent. The coup de 
gras comes when you 
use the Prismatic CoP 
to prevent the damage 


THE WAVECRESTER 


Counterspells handy to prevent your 
opponent from achieving his or her 
overwhelming victory, and use the 
library-manipulation cards to com- 
plete your combos. 


STEEL ISLAND 

Overwhelming Victory: Cast Phyrex- 
ian Dreadnought; then enchant it with 
Soar from Mirage (“target creature 
gains flying and +0/+1”) to win. The 
clockwork gnomes board the dread- 
nought and fly off across the ocean in 
search of their creator. 

Strategies: ther Storm makes it 
hard for your opponent to summon 
creatures but won't stop you from 
casting your artifact creatures since it 
only says no summon spells may be 
cast. (Artifact creatures aren’t summon 
spells.) Use Mystical Tutor to com- 
plete your Urza-tron and to find 
Counterspells and creature destruc- 
tion. Colossus of Sardia is great food 
for the Dreadnought, and Feldon’s 
Cane will keep you from running out 
of cards. Once the Dreadnought is in 
play, you will have so much power that 
the game should basically be over— 
unless your opponent casts Unsum- 
mon, forcing you to cast the 
Dreadnought all over again. 

—Scott Hungerford and Jon Wilkie 


FROM THE PAINTBRUSH 


had to decide which of the many cool 

images in Mirage to take a pot shot at. I 

finally decided on Phyrexian Dread- 

nought because I'd always liked the look 
of Phyrexia, and with a card as potentially 
controversial as Phyrexian Dreadnought, it 
was bound to attract some attention! 

The fiends found in Phyrexia have a 
twisted, inhuman aesthetic, reminiscent of 
the biomechanical work of H. R. Giger, 
but with rusty cogs, gears, and pistons to 
give them a bit of the steam-punk look. 
That’s why the creature is such a mis- 
shapen mass of parts. Actually I had drawn 
the Dreadnought the other way up for 
much of its creation, and it was only when 
I felt I wanted it to curve back on itself 
that I decided on the composition you see 
now. I added the planeswalker Taysir in 
the lower right-hand corner to give the 
beast scale. He’s just about to make the 
wise decision to get the hell outta there! 

With Prismatic Circle of Protection, I 
wanted to transfer an image of the Magic 
color pentagram onto a mage. When I 
realized that the logical place was the 
hand, it was pretty much smooth sailing. I 
locked one of my hands into a claw. Sev- 
eral drawings and one fierce hand cramp 
later, I had what I needed. On the whole, 
Prismatic CoP was a rewarding piece, all 
the more so for the amount of debate it 
created when shown, untitled, in my port- 
folio at various summer 
conventions. It always drew 
the most theories of what 
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Magic Rulings & Errata 


GENERAL RULINGS 


The following rulings are meant to clarify 
the rulebook and how the game works. 


Decisions Concerning 
Resolution of Effects 
ome spells and effects 
require you to make 

decisions that affect how 

they resolve. For example, 
when Diminishing Returns 
resolves, each player draws 
up to seven cards, but at 
some point each player has to 
decide how many cards to 
draw. We recently simplified 
the rules covering these sorts of 
decisions: If the decision involves 
seeing hidden information (such as the 
contents of someone’s library) or choos- 
ing cards in someone’s hand (other than 
as a cost of playing the spell or ability), 
then the decision is not made until the 
spell or effect resolves. All other deci- 
sions (such as the choosing how many 
cards to draw for Diminishing Returns) 
are made when the spell or effect is 
played, regardless of what sorts of deci- 
sions are being made or who is making 
them. If more than one player has to 
make decisions, the caster always does 
so first. 

This simplification means, for example, 
that players choose how many cards to 
draw from effects such as Diminishing 
Returns when the spell or ability is 
played, not when it resolves. Similarly, 
the target of Vexing Arcanix (and cards 
with similar effects) names a card when 
the ability is played, not when it resolves. 

Note that this simplification only 
applies to decisions that affect how a 
spell or effect resolves. Decisions con- 
cerning effects occurring at other times 
than during resolution are not made 
until that part of the effect resolves. For 
example, if Arcane Denial counters a 
spell, that spell’s caster doesn’t choose 
how many cards to draw until the 
appropriate upkeep. Also, spells and 
abilities that provide addi- 
tional ways to prevent their 
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effects, such as Mind Bomb 
and Raiding Party, don’t require players 
to decide whether or how to prevent the 
effects until those effects have occurred. 

Miraculously, no errata needs to be 

issued as a result of this change; Balance 
is considered to rely on hidden informa- 
tion, so it does not need errata. 


1) Benthic Explorers says that | “untap 
target tapped land” as a cost. Assum- 
ing that my opponent doesn’t use 
the land in response, it will be 
untapped when the Explorers’s effect 
resolves. Won’t this cause my effect 
to fizzle? 

No. If a spell or ability targets some- 
thing to pay a cost, it cannot fizzle 
against that target when it resolves. 
In this example, once the Explorers’s 
ability has been played, it doesn’t 
matter what happens to the land. 


2) My opponent plays Rapid Fire on her 
Gabriel Angelfire (giving it Rampage: 
2) and then uses Gabriel’s ability to 
give it Rampage: 3. Which rampage 
value does Gabriel have? 
Gabriel has Rampage: 5. 
If a creature is given 
rampage twice, its total 
rampage value is equal 
to the sum of the ram- 
page values it has been 

=" given. 


ASummary of Recent, 
Significant Rulings 


compiled by Tom Wylie 


3) If my Ivory Gargoyle dies while | 


have Necropotence in play is the 
Gargoyle's “skip phase” effect 
delayed until after Necropotence 
leaves play, or does the effect resolve 
the turn after the Gargoyle leaves 
play regardless of whether Necropo- 
tence is still in play? 
Whichever you choose. The skip- 
phase effect can be delayed until after 
Necropotence leaves play or you can 
allow the effect to resolve the turn 
after the Gargoyle leaves play. 
Noncontinuous skip-phase effects 
(like the effect of Ivory Gargoyle) 
require you to skip the next instance 
of a given phase, and you must skip 
a phase for each noncontinuous 
skip-phase effect 


that has resolved 


before you can pro- 
ceed through that 
phase normally. For example, if two , 
Ivory Gargoyles leave play you have 
to skip two separate draw phases 
before you can proceed normally 
through any more draw phases. 

However, you get to choose 
whether continuous skip-phase 
effects (like the effect of Necropo- 
tence) are cumulative with noncon- 
tinuous skip-phase effects. For 
example, you can allow the Gar- 
goyle’s effect to force you to skip 
your draw phase even though 
Necropotence is in play, or you can 
defer the Gargoyle’s effect and just 
allow Necropotence to force you to 
skip your draw. If you keep doing 
this until Necropotence leaves play, 
though, you will still have to skip a 
separate draw phase for each Gar- 
goyle death that occurred. 

Note that the rule about skip- 
ping phases as costs is unchanged: 
you can only skip a phase as a cost 
once a turn, and only before you 
would enter that phase. This 
also means that, for example, 
spending your draw phase on 
Fasting will delay the effect of 
a Gargoyle’s death. 


USTRATIONS BY RON SPENCER 


CARD ERRATA 


The following rulings involve card errata 
and slightly new readings of cards. 


4) Last night my opponent played 
Veteran’s Voice on his Eater of the 
Dead and then went into an infi- 
nite loop of tapping the Eater for 
the Voice effect, untapping the 
Eater as the cost of its ability, 
tapping it for the Voice effect 
again, and so on. Was that legal? 
No. The errata for Eater of the 
Dead has been reverted to one of 
the earlier versions: “0: Remove a 
creature card in any graveyard from 
the game to untap Eater of the 
Dead. Use this ability only while 
Eater of the Dead is tapped.” 
While this allows a single tapped 
Eater to empty all graveyards of 
creatures, this is less undesirable 
than having it loop with enchant- 
ments like Krovikan Plague and 
Veteran's Voice. 


5) If | play Lord of Tresserhorn when 
| only have | life, what happens 
when I try to pay 2 life? Does my 
life total change? 

Yes. When Lord of Tresserhorn 
comes into play, you lose 2 life 
rather than paying 2 life. Your life 
total still goes down if it’s already 
below 2. 


6) Shouldn’t Magus of the Unseen 
have the same errata as Ray of 
Command? 

Yes. The artifact only becomes 
tapped if you lose control of it at 
end of turn. 


7) Arcum’s Whistle doesn’t say any- 
thing about the creature’s only 
having to attack this turn. Does 
this mean the creature is perma- 
nently required to attack? 

No. Arcum’s Whistle, Nettling 
Imp, Norritt, and Siren’s Call 
only force creatures to attack dur- 
ing the turn in which the spell or 
ability is played. 
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ON THE LINE WITH 


Customer Service 


week, including many who are just learning Magic. The following are some of the 


T he Customer Service team at Wizards helps more than a thousand players each 


most common subjects of calls, email, and letters. 


Card Costs 

Judging by some of the 
questions we get, our rule- 
book apparently isn’t entirely 
clear about casting costs and 
activation costs. Some rules 
about costs seem simple and 
don’t come up until you’ve 
been playing for a while; a 
lot of these questions are 
raised by the card Mana 
Short, so let’s pay particular 
attention to that card. 

Mana Short is an instant 
that reads, “Mana Short 
empties target player’s mana 
pool and taps that player’s 
lands.” So the question we 
always get is “If my oppo- 
nent casts a spell and | cast 
Mana Short in response, does 
her spell still go off?” 

The answer is yes. Why? 
Costs are paid immediately 
when a spell or effect is 
announced. There is no way 
to interfere with the pay- 
ment of a cost. You can’t 
counter a spell’s cost; you 
can only counter a spell’s 
effect. Costs are written in 
the upper-right-hand corner 
of spells, or they’re written 
as “cost: effect” for the spe- 
cial abilities of permanents. 

This explains why Mana 
Short can’t act as a counter- 
spell. If | announce a spell, | 
pay the cost of my spell 
immediately, as soon as it’s 
announced. Only after | pay 
that cost can you announce 
and pay for Mana Short. You 
can still use Mana Short to 
tap my untapped lands and 
empty my mana pool of any 
remaining mana, but the 
mana | paid for my spell has 
already been spent. 


Whenever we explain this, 
the next question is almost 
always “But what about Last 
In, First Out? Don’t the 
effects resolve in reverse 
order?” The effects do, but 
payments of cost are not 
effects, and multiple pay- 
ments do not occur in Last 
In, First Out order. For the 
same reason, an Icy Manipu- 
lator can’t stop a land from 
being tapped for mana or a 
Prodigal Sorcerer from deal- 
ing a point of damage. 


XX=me2? 

XX cards are a pain. (If you 
think they’re hard to under- 
stand, imagine how hard it 
is to explain them!) The 
important thing to realize 
about XX spells and effects 
is that X is the same every- 
where on the card (No, “XX” 
is not a typo). If you did well 
in algebra, all of this will be 
obvious. But if you read 
comic books during algebra 
like we did, you may need a 
little refresher course. 

Let’s start with Meteor 
Shower. It has a casting cost 
of X X @ and says, “Meteor 
Shower deals X+1 damage 
divided any way you choose 
among any number of target 
creatures and/or players.” 

So if you want X to equal 5 
in Meteor Shower, replace 
each X on the card with a 5. 
The card will deal 6 damage 
(5+1) and will cost 
5+5+2@,or We. 

Recall costs X X @. It says, 
“Choose and discard X cards 
from your hand to take X 
target cards from your 
graveyard and put them into 


your hand. Remove Recall 
from the game.” The same 
idea applies: Replace all the 
Xs with the same number. 
(Let’s use five again.) If X is 
five, you have to choose and 
discard five cards from your 
hand to take five target 
cards from your graveyard. 
You also have to pay 
5+5+6¢,or 06. 

Voodoo Doll is an artifact 
that doesn’t let you choose 
X; it’s set by the card. It 
reads, “At the beginning of 
your upkeep, put one pin 
counter on Voodoo Doll. If 
Voodoo Doll is untapped at 
the end of your turn, 
destroy Voodoo Doll and 
Voodoo Doll deals X damage 
to you, where X is equal to 
the number of pin counters 
on Voodoo Doll. XX, @: 
Voodoo Doll deals X damage 
to target creature or player, 
where X is equal to the 
number of pin counters on 
Voodoo Doll.” 

X is the number of coun- 
ters on the card. If you want 
Voodoo Doll to deal damage 
to another player or crea- 
ture, you have to pay X 
twice, and the card dictates 
to you what X is. If there 
were five counters on Voodoo 
Doll, you would have to pay 
5 +5, or 0, and tap Voodoo 
Doll to deal 5 damage to a 
target creature or player. And 
you need to pay it, because 
if you don’t it will deal 5 
damage to you at the end of 
your turn! This is perhaps the 
easiest card to understand 
because you can tell what X 
is just by counting the num- 
ber of counters on the card. 
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by Henry Stern and Charlie Catino 


In this issue’s installment 
of “Deck Clinic,” the 
patient is a mono-blue 
creatures-and-counter- 
spells deck from Danielle 
McCoy of Des Moines, IA. 
If you’d like to see your 
deck tuned in “Deck 
Clinic,” send a list of the 
deck’s contents and a 
description of the deck to 
“Deck Clinic,” c/o The 
Duelist, P.O. Box 707, 
Renton, WA 98057, or to 


<duelist @wizards.com>. 
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HENRY 
n the early days of Magic 


tournaments, the mono- 

blue deck was the deck to 

beat, with its ability to use 
four Chaos Orbs (and then 
four Reconstructions) to con- 
trol the playing field. After the 
restriction and then banning of 
the Orb, players began using 
white spells instead of Chaos 
Orb, saving blue for counter- 
magic and big creatures. 

Playing the Blues. A 
mono-blue deck can still work; 
you just have to look for other 
ways to control the board. I 
made the new deck Type II 
legal without much sacrifice, 
and, like the original deck, my 
new deck has few artifacts, so 
your opponent’s anti-artifact 
cards will be useless. 

Removed Sunken City. 
While mono-white and 
mono-black decks can make 
effective use of Crusade and 
Bad Moon, it’s much more 
difficult for a mono-blue deck 
to put Sunken City to good 
use. Sunken City’s upkeep 
requires you to recast it every 
turn, and in this deck you 
need to keep your mana free 
for countering your oppo- 
nent’s spells. And while there 
are plenty of good, cheap- 
casting-cost white and black 
creatures, blue has, well, Fly- 
ing Men. On the other hand, 
blue does have a number of 
excellent, higher—casting-cost 
creatures. 

Refined the Creature 
Mix. Once Sunken City was 
removed, Flying Men no 
longer belonged in the deck. 
To make the deck Type II 
legal, I also removed the 
Vesuvan Doppelgangers and 
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Clones. Although Air Ele- 
mental and Mahamoti Djinn 
are two of the best creatures in 
the game, the Mahamotis cost 
six mana to cast, so I only left 
two in the deck. Sea Spirits 
can be a threat later in the 
game, but they’re expensive to 
cast, don’t fly, and require you 
to tap out of blue to use them 
to their fullest potential. I 
replaced them with some fly- 
ers that only cost four mana to 
cast, including two Phantom 
Monsters and four Ghost 
Ships. Since Ghost Ship flies, 
has decent power, and can 
regenerate for @ @@, it’s one 
of the best creatures to include 
in an all-blue deck. A single 
Ghost Ship can hold off many 
creatures, allowing your other 
creatures to attack; and unlike 
Will O’ the Wisp, for example, 
Ghost Ship can attack if your 
opponent has no threatening 
creatures in play. I left two 
Giant Oysters in for creature 
control and added four 
Mishra’s Factories. 

Added Creature Control 
and Card Flow. One of the 
biggest weaknesses of “Big 
Blue” is its poor selection of 
anti-creature spells. The deck’s 
only means of stopping a crea- 
ture is its Giant Oysters, its 
Boomerangs (a temporary 
solution), and its own crea- 
tures. The new deck keeps the 
Giant Oysters and adds two 
Floods to help stop ground 
creatures. But the most 
important addition is four 
Control Magics. Control 
Magic is essential for an 
attacking blue deck: it neu- 
tralizes an opponent's creature 
as well as whatever resource 
he or she uses to destroy it. 

Like many of the decks we 
see in the Deck Clinic, “Big 
Blue” is a bit low on mana 
and has no way of drawing 
extra cards or moving through 
the deck in the late game. To 
remedy this, I added four 


mana sources and two Soldevi 
Excavations. The Excavations 
can be used much like Jalum 
Tomes to move through your 
deck later in the game, and in 
emergencies they can act as a 
“Blue Ritual”: if you choose 
not to sacrifice an island to 
Soldevi Excavations when you 
bring the land into play, it will 
be buried, but you can still tap 
it for ®@ as an interrupt on 
its way out. 

Better Countermagic. 
While “Big Blue” has a good 
number of counterspells for a 
blue attacking deck (eleven), 
few of them are versatile. The 
four Counterspells are a must, 
of course, but Deflection, Force 
Spike, and Spell Blast are all 
situation-dependent. Deflec- 
tion is expensive to cast and 
can't stop permanents or non- 
targeted spells like Armaged- 
don; Force Spike is only useful 
in the early game or if your 
opponent taps out; and Spell 
Blast can usually only be used 
to stop smaller spells. 

I replaced these with Force 
of Will, Arcane Denial, and 
Power Sink. Force of Will is 
amazingly useful in any 
attacking blue deck because it 
allows you to tap out while 
playing, for example, an early 
Air Elemental and still lets 
you counter your opponent’s 
attempts to deal with it dur- 
ing his or her turn. Force of 
Will can also be used to 
counter a devastating first- 
turn spell before you have any 
mana in play. Arcane Denial 
is another counterspell that 
works well in attacking decks 
because of its low cost. And if 
someone tries to counter one 
of your spells, you can counter 
your own spell first with 
Arcane Denial and draw three 
cards during the next upkeep. 
Power Sink is flexible because 
it can stop both small, early 
spells and expensive, late- 
game spells. 


ILLUSTRATION BY RON SPENCER 


CHARLIE 
« ig Blue” is a pretty 
good blue creature-and- 
ounterspelling deck. 

While tuning it, I had 
three primary objectives: First, 
I decided to go ahead and 
make the deck Type II legal. 
Second, I made sure to add 
more cards that could handle 
permanents I didn’t manage to 
counter. Third, I added more 
mana, as having sufficient 
mana is critical for a counter- 
spelling deck. Getting a slow 
start allows your opponent to 
lower your life total, leaves you 
with few creatures in play, and 
sticks you with useless coun- 
terspells in your hand. 

Making Room. To add so 
many cards to “Big Blue,” I 
first had to make room. Get- 
ting rid of the non—Type II 
cards provided some space, but 
there are other cards I wanted 
to remove too. Feldon’s Cane is 
usually only useful late in the 
game, allowing you to reshuffle 
many good cards back into 
your library. There are other 
cards equally effective in the 
late game but that, unlike the 
Cane, are also useful earlier. 

Next, I took out the three 
Sunken Citys. I like to have 
plenty of mana in my coun- 
terspelling decks, and Sunken 
City eats your mana for 
breakfast. I also took out the 
Spell Blasts and one Deflec- 
tion because there are more 
versatile counterspells avail- 
able. Lastly, I took out a couple 
of Boomerangs. These are 
useful, flexible cards that were 
necessary in the original deck 
since it had very few ways of 
dealing with permanents, but 
I have other ways in mind of 
addressing that problem. 

Adding Creatures and 
Artifacts. Then I added cards 
back in. Since I lost a lot of 
creatures, I needed to put 
some in. I added some defen- 
sive creatures, including three 


Giant Tortoises, to make the 
deck better able to stabilize 
against fast decks. I also added 
three Ghost Ships, which can 
be both defensive and offen- 
sive. And I added one Wind 
Spirit because it’s a hard crea- 
ture to block and because I 
like to force my opponent to 
deal with a variety of spells. 

Next I added artifacts, 
which are the main resource 
for handling opponents’ per- 
manents. Icy Manipulators 
are great for this and are 
extremely flexible, so I added 
three. I tossed in one Serrated 
Arrows, which is effective 
against horde decks. And I 
added Nevinyrral’s Disk, 
which can help you catch up 
from a bad position. 

Fine Tuning. After adding 
creatures and artifacts, I con- 
centrated on fixing the deck’s 
other spells. The only card 
obviously missing from “Big 
Blue” is Control Magic. I only 
added two because I was wor- 
ried about having too many 
dead cards in my hand against 
a creatureless deck; if I were 
building a sideboard, I'd add 
two more there. After taking 
out Sunken City I wanted to 
add more creature enhance- 
ment, but the only good blue 
creature enchantment is 
Unstable Mutation. I only 
added one since Unstable 
Mutation is best in decks with 
lots of creatures (especially 
weenie creatures or creatures 
that are hard to block), and 
this deck has only a moderate 
number of creatures. 

Next I put back some coun- 
termagic. Power Sinks (I 
added two) are a good com- 
plement to the other counter- 
spells, and it’s useful to be able 
to tap your opponent out 
occasionally. My addition of 
Force of Will was an impor- 
tant one. Force of Will helps 
your deck in four important 
ways: 1) it doesn’t require 


ARE IN 
“Big Blue,” 
a mono-blue 
creatures-and- 
counterspells deck, 
is in for a checkup. 


Land 
17 Island 


2 Svyelunite Temple 
2 Mana Vault 
4 Mishra’s Factory 


3 Air Elemental 

2 Giant Oyster 

3 Mahamoti Djinn 
3 Ghost Ship 

| Wind Spirit 

3 Giant Tortoise 

2 

2 Control Magic 
4 Counterspell 

| Deflection 

2 Force of Will 

1 Merchant Scroll 
2 Power Sink 

| Unstable Mutation 


3 Icy Manipulator 
| Nevinyrral’s Disk 
| Serrated Arrows 


mana to cast, so you can build 
your deck with less mana, 2) it 
allows you to use resources 
more efficiently (for example, 
you can discard your Control 
Magic to cast Force of Will if 
you're playing against a crea- 
tureless deck), 3) your oppo- 
nent will never feel safe using 
the tap-you-out-and-then- 
cast-a-good-spell strategy, and 
4) you can add more variety to 
your deck by always discarding 
the least useful spell. 

The last spell I added was 
Merchant Scroll. I like flexi- 
bility in my decks, and the 
Scroll can search for eleven 
cards in this deck, each of 
which could easily be a key 
card in a particular situation. 


HENRY’S DECK 
16 Island 
4 Mishra’s Factory 
2 Soldevi Excavations 


3 Strip Mine 
2 Svyelunite Temple 


4 Force of Will 

2 Giant Oyster 

4 Ghost Ship 

2 Mahamoti Djinn 

2 Phantom Monster 
2 Power Sink 

2 Steal Artifact 


1 Zuran Orb 


Adjusting the Mana. 
Finally, I adjusted the deck’s 
mana cards. I got rid of one 
of the eighteen islands but 
also added two Svyelunite 
Temples. I kept the two Mana 
Vaults but added four Mishra’s 
Factories. Mishra’s Factory is 
one of the few cards your 
opponent could play that this 
deck cannot handle well, so 
the best solution is to fight 
fire with fire. This brings the 
deck up to twenty-five mana- 
producing cards, which makes 
me feel more comfortable. 


Henry Stern liked doing Deck Clinic 
so much that he moved to Renton 
and joined Charlie Catino in Wizards’ 
research and development group 
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CARD ART BY BRIAN SNODDY 


compiled by 
Paul Hughes and 
Mark Rosewater 


Key Plays > 


ou've been there. You're fidgeting with your cards in the 
middle of a critical match. You count and recount your oppo- 
nent’ lands, trying to remember what she’s cast and what’ 
still left in her library. Can she Power Sink me or can't she? 
How many turns till I get “decked”? 

The game drags on until it happens—one of you makes a key 
play. Sometimes it’s a crucial error, like a spell cast too soon or a 
miscalculated declaration of blockers. Sometimes it’s just a shrewd 
maneuver, like a well-played bluff or an obscure timing trick. 
Whatever the case, that hey play tips the balance and decides the 
game, and it’ all your friends talk about for the rest of the tour- 
nament. This issue’s key play occurred at the $3,500 Corona 
tournament in Los Angeles earlier this year. 


Over the Edge 


Former U.S. Champion Mark Justice was facing Klink Mattingly in the 
semifinals of the Corona tournament. Mark was playing a white/green 
Erhnam-Armageddon deck against Klink’s 

black/red Necro-Goblin deck. Klink had 
gotten off to a good start, building up 
a horde of Goblins while Mark had 
only managed to get out an early 
Land Tax. One City of Brass 
and a Dark Ritual later, Klink 
got out an early Necropotence, 
and quickly paid some life to get 
even more Goblins into play. 
This brought Klink down to 

14 life. 

Mark appeared to be in deep trouble as 
he drew lands with Land Tax and discarded 
basic lands on his discards. He was able to stave off some of the Goblin 
attack, but it looked as if he was going to go down as one last Goblin kept 
hammering away. Klink then used a Goblin Grenade to bring Mark down 
from 11 life to 6. 

In an attempt to clinch the victory, Klink cast Land’s Edge and threw away 
two lands, dealing 4 damage and driving Mark down to 2 life. Mark then 
revealed his hand: seven lands. He discarded his entire hand, dealing 14 dam- 
age and taking the game. 

Mark had been preparing for the possibility of Land’s Edge and had pur- 
posely discarded basic lands earlier to lead Klink into thinking he didn’t have 
enough lands in his hand to be dangerous. Mark kept some of his basic lands 
and the few non-basic lands that he drew. Sure enough, Klink failed to antic- 
ipate Mark’s strategy. Onlookers said the look on Klink’s face was priceless. 


If you see or hear about a play that makes you shake your head, whether in disbelief 
or pity, tell us about it at “Key Plays,” c/o The Duelist, PRO. Box 707, Renton, WA 
98057, or at <duelist@wizards.com>. 
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Ootak was proud 
ofhisroleinthe = 
armies. He was on . 
a mission of utmost 
importance for 
the Master,proof 
that he was the ya 
Preferred Selection. 
iz “ke 


his enchantment iiken idee Lethon, 

lets you look at the top two 

cards in your library atthe = 
beginning of the draw phase.Youmay = 
then choose one and put it on the bot- 
tom of the library, or pay 2 and 
sacrifice Preferred Selection to draw it. 

Preferred Selection isan enchant- 
ment, so you can use it during | — Tax 
your draw phases. At its most : te 
level, it lets you whittle down yo at ¢ iC ihes 
deck to the most effective areenias 
able. And in situations when you need 
to keep both cards, you can simply — 
sacrifice the Selection. 

It’s even more effective when you — 
use it in combination with other mre a 
cards. Give yourself even more card SS me * 
choices with Sylvan Library, which lets ~ 
you choose one from among the top 
three in your library; then you’ll know 
whether or not to use Preferred Selec- 
tion to move a card to the bottom on 
your next turn. Or use Soldevi Excava- i 
tions from Alliances just before your = 
draw phase and push another card to aera 
the bottom of your library. It also te 
works well if complemented by 7 
“guess-the-next-card” cards: Petra 
Sphinx and Vexing Arcanix will let you 
put the top card of your library in 
your hand if you can name it. 

Some cards even let you negate 
the effect of moving cards to the 
bottom of your library. Thawing 
Glaciers from Alliances, for example, 
lets you shuffle your library and thin 
your deck, although other library- 
manipulation cards like Soldier of 
Fortune, Portent, and Lim-Dal’s Vault 
let you shuffle your library too. 
When you have the choice, move 
land to the bottom; then you can 
retrieve it with Thawing Glaciers, 
Land Tax, Gaea’s Touch, or Untamed 
Wilds and still get to shuffle. 
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Spotlight Onz ‘Newmextes’ 


n the Magic galaxy and other card game heavens, Albuquerque, New Mexico, 


has a dwarf-sun complex. Compared to bigger, brighter stars like Los Angeles 


and New York, it’s amazing that Albuquerque even raises an eyebrow. Like 


the dwarf sun, Albuquerque supports a card-game population inordinate to 


its size and location. 

Nestled under the Sandia Mountains 
and straddling the Rio Grande, Albu- 
querque is New Mexico’s largest city, 
boasting 510,000 potential gamers. 
Founded in 1706, Albuquerque lived in 
the shadow of Santa Fe for two hun- 
dred years and then exploded in the 
post-World War II period. Successful 
gaming and Magic are due in part to 
city’s one air force base, two National 
Labs, Intel, Honeywell, and four uni- 
versities, who provide a population that 
loves science fiction and intellectual 
challenge. 

On this fertile ground, Wayne and 
Shirley Godfrey founded Wargames 
West in 1979. The store grew under 
their firm family vision. Soon, mail- 
order and distribution businesses were 
added, which still operate from Albu- 
querque. In 1993, wanting to focus on 
their other operations, Wayne and 
Shirley sold the store to Lance Godard 
(my brother) and me. Our timing could 
not have been luckier. Magic blos- 
somed in August of 1993, and both 
Wargames West Distribution and the 
newly renamed Wargames West on 
Central (WWOC) were strong sup- 
porters of the game. Today, Wednes- 
day-night Magic cooks with between 
twenty and fifty players in WWOC’s 
850-square-foot game room. 

A little-known piece of Magic trivia 
is that over twenty percent of both the 
Alpha and Beta Magic print runs was 
sold in Albuquerque. Richard Garfield 
commented on that when he came for 
the 1994 Albuquerque Game Fair. 
“Most places, we pull out our Alpha 
decks and people go ‘ooh’ and ‘aah,” he 
said. “Here nobody blinked an eye.” 

Gamesquest (4411 San Mateo Blvd. 
NE; (505) 883-6844) and StarBase 10 
(11200 Montgomery Blvd. NE; (505) 
275-2304) each opened within a 
month, in the fall of 1993, less than 
two miles from each other. On 


GLENNN GODARD 


Thursdays, the Magic groupies hit 
StarBase 10. Focused on a Star Trek 
theme, StarBase is one of the most 
modern comic/game stores in the 
nation. Gamesquest sponsors Magic 
tourneys each weekend. On a per- 
capita basis, the store choices here are 
amazing. If you include Noble Col- 
lectible’s four locations, the other nine 
comic stores, and the six other sports- 
card stores all serving the Magic player, 
there’s one store for every 25,000 peo- 
ple. And almost all stores support some 
form of in-store gaming. 

The premier Magic event in Albu- 
querque is the Albuquerque Game Fair, 
which takes place the first weekend in 


Wargames West on Central 
3422 Central Ave. SE 
(505) 265-6100 


December. Sponsored by Gamesquest 
and WWOC, the show always has _ 
great events and prizes. Among these, 
the Charity Auction is the coolest 
event. Artists like Liz Danforth, Doug 
Shuler, and Rob Alexander auction 
off the chance to model for a Magic 
card. Thanks to them and many other 
supporters in the hobby, last year’s 
event raised over seven thousand dol- 
lars for the Carrie Tingley Children’s 
Hospital. One model commented, 
“You can’t imagine how cool it is to 


say, ‘I tap me!’” —Glenn Godard 


Single-Card Strategies 


ry GSJEFF FRANZMANN 


Det 


ay eee 


Ootak was deter- 
mined to succeed 

at his mission. The 
description of his 
objective was etched 
in his mind's eye. It 
wouldn't be possible 
for him to miss 
Lim-Dal's Vault. 


t a cost of ® @, this instant 
from Alliances is one of the 
most potent library-searching 
_ tools available. When cast, you may 
__ look through the top five cards of 
_ your library. As many times as you 
wish, you may pay | life to put those 
_ five cards on the bottom of your 
_ library and take another five from 


__ the top. When you have finished 


_ looking through the cards, shuffle 

your library and put the five remain- 
ing cards on top in any order. 

_ Lim-Dal’s Vault lets you quickly cre- 
ate combinations and locks that 

_ might otherwise never come up in 

_ play. With the payment of 5 life, at 


g least half of an average deck can be 
___ sifted through, allowing you to pick 
out the group of five cards that will 
benefit you most. Since you can 
___ arrange these cards in any way you 
q wish, you can even set the lock up in 
___ the appropriate order. The profes- 
sional tournament in Columbus, Ohio, 
saw several players using Lim-Dal’s 
_ Vault in what was dubbed the Turbo- 
_ Stasis deck. The Vault helped them 
_ quickly cycle through their decks to 
_ find their locking card, Stasis. 
__ The Vault has other advantages as 


well. Petra Sphinx, Elkin Bottle, Vex- 

__ ing Arcanix, and Sindbad all let you 
draw a card if you know what it will 

be. You can use Lim-Dal’s Vault as a 
reactive tool as well. If you need a 
_ counterspell, for example, take 
_ advantage of the Vault’s being an 
_ instant to find the card you need. 
_ And combined with cards like Library 
__ of Lat-Nam from Alliances and arti- 


resources so you'll almost always 
_ have the cards you need. 
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Arena Wants 
You to Leta 
Draft In 


n November 8, Arena—The 

League for Magic: The Gather- 

ing will begin its autumn 

season in thirty metropolitan 

areas across the nation. This 
season will feature an exciting format 
called Continuous Draft. This limited- 
environment format tests players’ deck- 
building skills, as it requires them to 
build a new deck from a limited pool 
of cards before each match. 

In Continuous Draft play you begin 
with a set number of starter decks 
and/or booster packs as determined at 
the beginning of play. Before the first 
draft only, each player may be required 
by the rules to remove a number of cards 
from play before proceeding. 

When you find your first opponent, 
you are ready to draft. The step-by-step 
diagram to the right explains the draft- 
ing process. For tips on how to draft 
effectively, see The Player's Guide to 
Arena (available at your local store 
when you register for Arena). 


THe Anehaleagues 
Firneballpwithalboniar 
tive ant bywWOCKSiS one 
Ofte Cangs thabAnona 
gives as aprize: 
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Step 1: Look through your opponent's 
cards. You may take up to five minutes 
for this. Then randomly determine who 
will draft first. (In this example, Aman 
drafts first.) Shuffle your cards together 
with those of your opponent. 


| ial “as 


Step 2: Flip over the top four cards so 
that each player can see them. 


BE“E 


Step 3: Aman selects any one of the four 


cards available. 
BEG 


Step 4: Britt selects any two of the 
remaining three cards available. 


0 2 


Step 5: Aman selects the remaining card. 


Repeat steps 2-5, alternating the first 
pick each round between the two players 
until all cards have been drafted. When 
all cards have been drafted, each player 
constructs a deck from the cards he or 
she has selected. Any cards not used in 
the deck become the sideboard. You may 
add as many basic lands to your deck as 
you wish. Minimum deck size is forty 
cards. 

You are now ready to play your oppo- 
nent! After the match and before you 
find your next opponent, you must 
remove all basic lands from your deck. 
Each time you begin a match you begin 
the process again with step 1, drafting a 
new deck (which is likely to be very dif- 
ferent from the deck you had before). 

In Continuous Draft, there are no 
restricted cards; you may play with as 
many of each card as you can draft. 
However, all ante cards are banned from 
play. If you draft any ante cards, they 


must remain in your sideboard. 


Runnin 
Saute 


Starting with the 1997-1998 tournament season 
(August, 1997), all sanctioned tournaments will 
require a certified judging staff. That means lots of 
new judges will need to be trained, and so the 
Duelists’ Convocation International has created the 
Judge Certification Program. 

The program is designed to ensure consistency 
in all rulings and penalties at DCI-sanctioned 
tournaments and to identify and recognize experi- 
enced, judges. Structured like an 
apprenticeship program, judges are certified based 
on a combination of their practical experience 
running sanctioned Magic: The Gathering tour- 
naments and their demonstrated knowledge of the 
Magic rules. Qualification is determined by a 
candidate’s performance during DCl-sanctioned 
tournaments and successful completion of a writ- 
ten exam. 

The basic outline of the Judge Certification Pro- 
gram has already been established, though it's stil 
in the testing phase. The program debuts at the 
1996 World Magic: The Gathering Championships 
(Seattle, August 15-18) and will be instituted 
throughout North America during the following six 
months. Worldwide certification will follow. 

You can begin the application process by express- 
ing your interest to a judge at Level Ill or higher in 
your area. Then, volunteer to assist the judge with 
running local DCl-sanctioned tournaments and learn 
the skills necessary for successful organization of 


these events. This volunteer period will also provide 
you with pc needed for the 
practical portion of the certification process. There 
are five levels of certification (I-Y) and four event 
dasses (A-D). Certain events will require the pres- 
ence of a judge of the appropriate level. 

Wizards of the Coast will give benefits to certi- 
fied judges based on their level of certification. 
Each judge will receive a copy of The Oracle, 
which contains a complete list of cards, including 
the most current rulings, errata, and all functional 
changes, as well as the casting cost, card type, and 
text. Certified judges will also receive a card iden- 
tifying their certification level and a letter of certi- 
fication from Wizards of the Coast. There is a fee 
for each certification level that covers the cost of 
judge materials, and you must renew your certifi- 
cation annually. 
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Rade Reigns in 
Columbus, Ohio 


undreds of Magic: The Gathering players locked 
horns in the third Wizards of the Coast professional 
Magic tournament, this one in Columbus, Ohio, over 
Fourth of July weekend. After all the smoke had 
cleared, a surprisingly calm Swedish teenager named Olle 
Rade (pronounced “OO-lay RAH-day”) was crowned 
champion. 
Seventeen-year-old Rade had flown more than twenty 
hours from Géteborg to outduel the field of 136 Master 
(Open) division participants. His victory—a $22,000 pay- 


Dennis Bentley 
Takes the Crown 


f you predicted Necropotence deck domination at the 

USS. Nationals, you're technically correct: Necropotence 

decks far and away outnumbered every other deck type. 

And sure, Dennis Bentley of Rochester, NY, used a 
Necropotence deck to sweep Dallas’s George Baxter, 3-0, 
in the championship match and win the 1996 U.S. National 
Championships. 

But you're not completely right. Because while a Necropo- 
tence deck won the championship, Bentley’s deck wasn't 
what most would consider a traditional Necropotence deck. 


day—marked the first time in three Pro Tour events that a It was Bentley's variation on the standard Necropotence deck 
player outside the U.S. has earned top billing: that kept Baxter off balance in the finals. 


The third stop on WotC’s Pro Tour circuit was 
held inside the Greater Columbus 
Convention Center, a site 
simultaneously hosting the 
Origins ’96 International 
Game Expo and Fair. The 
tournament also coincided 
with both the U.S. Open, 
which attracted a field of more 
than 650 participants vying for 
four slots in the U.S. Nationals, 
and the actual National Champi- 
onships, which sported 124 top- 


Baxter, playing a white/green Tita- 
nia’s Song deck with lots of artifacts, 
was unable to cope with Bentley’s vari- 
ation. It featured direct damage and 
land destruction and went without 

Nevinyrral’s Disks, cards most players 
say are key for a Necropotence deck. 
Bentley had no problems with Baxter. 
Using Icequakes and Strip Mines, he 
kept Baxter from getting the four mana 
that Baxter needed to get his deck 
rolling. Fireballs and Lightning Bolts 
knocked Baxter's life total down rapidly, 


level players dueling for the right IN THE COMPANY and Bentley was able to get out Black 
. OF ROYALTY: : : 
to represent the United States at Rade (left) outlasted the Knights more than once to help finish the 
this year’s Magic World Champi- competition at Pro Tour— job. In fact, Bentley never once cast Necropo- 
onships in August. hae tence during the match. Baxter never had the 
In the finals, Rade, a newcomer to the U.S. title. upper hand in any of the games, which were rela- 
the Pro Tour circuit, ousted twenty- tively quick affairs. 


six-year-old Sean Fleischman, one of the Tour’s mainstays, 
three games to one. The format consisted of Ice Age/Alliances 
Constructed Deck. Fleischman, a Top 16 place-finisher 
at the first professional tournament (in New York City), 
had placed twentieth at the second professional tourna- 
ment (Long Beach, CA) as well. He left Columbus 
$12,800 richer. 

Of the Top 16 Master place-finishers, twelve hailed 
from the United States. Three of the Top 4, however, 
came from foreign soil: Champion Rade, and semifinalists 
Alvaro Marques and Peter Radonjic, both from Canada. 
Regarding the deck-color composition of the Top 16 
players, seven players, including Radonjic, played with 
red/white/green decks; two used blue/black decks; two, 
including Fleischman, played white/red/blue/black com- 
bos; two used black/white decks; one, Marques, played with 
a red/white deck; one with a pure green deck; and one, 
Rade, used a red/green mix. 

For complete tournament results and information on 
upcoming Pro Tour events, check out The Duelist Sideboard, 
WotC’s official magazine for organized play. 


There was no denying Necropotence’s effect on 
the Nationals. Of the 124 players, 44 of them were 
playing Necropotence decks, and if you weren't playing 
Necropotence, chances are you were playing something 
geared to beat Necropotence. 

Of the four Turbo-Stasis decks played in a field of 124 
players, three of them made it to the Round of 16, and two 
of the players, Matthew Place and Michael Long, advanced 
to the semifinals to take spots on the 1996 U.S. team. The 
success of the deck sent more than one convention-goer 
through the halls looking for Stasises and Despotic Scepters. 

Twenty-year-old Place from Kansas City, MO, said 
he'd heard of the deck, which supposedly fared well in 
the Swedish and Finnish Nationals, on the Internet and 
tried to find its contents but couldn't. “So finally I show 
up here and some of the good players from Finland let 
me look through their decks to see how it’s done cor- 
rectly,” Place said. “So me, Mike Long, Derek Rank, and 
Mike Dove, all got together and did some brainstorm- 
ing. We collaborated and came up with [the deck that 
was played at the Nationals].” 
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“Strategy Game Of The Year” 


-Computer Gaming World 


“Turn Based Strategy Game Of The Year” 


-Computer Games Strategy Plus 


Great Year! | 


ythical creatures come to life as you battle for control of newly discovered lands in 
the award-winning strategy game Heroes of Might and Magic™. Explore virgin territory and 
capture strategic positions and. resources while expanding your influence and establishing 
your dominance. Recruit your heroes, gather your armies, and challenge the other warlords 


for supremacy. Victory is within your reach if you have the brains and the brawn to take it. 


@ Over thirty unique combat units 
®@ Dozens of strategic scenarios 


® Custom “World Builder” included 
in the Win 95 version 


@ Exquisite SVGA graphics 


@ Intense Computer AI 


@ Multiplayer: hot-seat, modem, 


Spectacular web offer check out network, direct connect 


http://www.nwecomputing.com 


NEW WORLD COMPUTING, ING 


Available at your local software retailer or order direct from New World Computing at 
1-800-251-9664 (818-734-7136 outside the U.S.), or by mail: 
P.O. Box 4302 Hollywood, CA 90078-4302. 


1996 New World Computing Inc. Heroes of Might and Magic is a trademark of New World Computing Inc 


All rights reserved. All other trademarks belong to their respective holder 


_ RID PAIR, RID @GAIR.... 


-. 


Ss 
AND IF YOU DORV’T 
MATCH YOUR TAM 


Push the envelope 
when you fly by-the-seat-of-your-pants in twelve searing 
missions. Engage in air-to-air, air-to-sea and air-to-ground 
combat with six real fighters to pilot and a gut-wrenching 
mix of 360° movement and ear-popping 
sound FX. Intense command action. 
on the PlayStation™ game console. 


The Sony Computer Entertainment logo is o trademark of Sony Corporation. PlayStation and the PlayStation logos are trademarks of Sony 
Computer Entertainment Inc. Bogey: Dead 6 is a trodemark of Sony Interactive Entertainment Inc. ©1996 ASMIK Corporation-Pegasus Japan. 
All rights reserved. The ratings icon is o registered trodemork of The Interactive Digital Software Association 


EXPERT ADVICE 


Blue has the dubious 
honor of being the 
color of Magic with 
some of the largest 
and most difficult-to- 
use creatures in the 
game. These creatures 
either cripple you with 
their casting costs 
(Deep Spawn), suffer 
from restrictions based 
on whether islands 
are in play on one 
side or the other 
(Island Fish Jasco- 
nius), share the 
same problems as 
Lord of the Pit 
(Elder Spawn, 
Serendib Djinn), 
or decimate your 
resources in two 
or three turns 
(Polar Kraken). ay 
Some of blue’s big guns 
are just plain unspeak- 
ably bad (Leviathan). 

So of course you’d 
expect that the 
obligatory huge, blue 
creature in Mirage 
would also be terrible. 


Wrong-o. 


-—Toniwha 


Summon Legend 


CARD SPOTLIGHT 


by Chris Page 


t first glance, Taniwha 
seems like a creature 
only fit to Juxtapose. 
Sure it’s a 7/7 Legend 
with trample, but 
because Taniwha has phasing, 
it’s only around to attack or 
defend every other turn. And 
when Taniwha phases into 


play all of your land phases 


Taniwha 


ee ae 


Phasing, trample 


At the beginning of your upkeep, 
all lands you control phase out. 


“Taniwha rolls in its sleep, and the 
land is awash with the waves.” 


—Poetics of Hanan 


out of play, so you can’t even 
cast any spells to protect it. 
You're giving up casting spells 
every other turn and paying 

3 @ @ for a creature that only 
nets 3.5 points of damage per 
turn. Taniwha may seem like 
just another of blue’s bum 
deals, but if you look at phas- 
ing as a potential advantage 
you'll find just how devastat- 
ing Taniwha can be. 

Try waiting until Taniwha 
phases out, leaving play. Then 
use Wrath of God, Balance, 
or Nevinyrral’s Disk, and 
you'll have the only creature 
on the board (and a 7/7 tram- 
pler at that). Even better, take 


advantage of the land leaving 
play. Include enough artifact 
mana so that you always have 
at least three mana in play. 
Then, when all your land is 
safely out of play, put down a 
plains and cast Armageddon, 
destroying all of your oppo- 
nent’s land while keeping 
yours safe. Suddenly, thanks to 
this new ability called phas- 
ing, Taniwaha’s disadvantage 
becomes a crucial advantage, 
all at the cost of just 3 @ @. 


Phased and Confused 
Analyzing creatures with 
phasing isn’t easy. Phasing 
creatures are “undercosted” 
(2% @ for the 2/3 islandwalk- 
ing Merfolk Raiders, 2. @ for 
the 3/2 flying Teferi’s Drake, 
and 4 @ for the 6/5 Sandbar 
Crocodile), but they’re only 
around every other turn. 
Sounds like a great deal, right? 

Phasing creatures really 
aren't fast, though, since they 
can’t attack until two turns 
after they enter play (The first 
turn they have summoning 
sickness and the second 
they’re out of phase). And by 
the time they can attack, you 
probably could have put down 
another land and just brought 
out a nonphasing creature of 
the same size. 

And if you're going to make 
comparisons to nonphasing 
equivalents, effectively how 
big are phasing creatures any- 
way? One way to determine 
this is simply to divide their 
statistics in half since they 
only do their damage every 
other turn. This works fine for 
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a smaller creature, especially 
ones that you're counting on 
attacking unblocked, such as 
the landwalking Merfolk 
Raiders (2/3). For larger crea- 
tures, though, such as Sandbar 
Crocodile (6/5), calculating 
size is a bit more complicated. 
The Crocodile is effectively 
much better than a creature 
with half its stats; a 3/2 or 3/3 
creature could easily be killed 
by medium-sized creatures or 
fall victim to a Lightning Bolt. 
For larger phasing crea- 
tures, effective size is much 
closer to base power and 
toughness. Unfortunately, the 
effective stats still aren't good 
enough to consider any of 
them as particularly fast. Blue 
creatures are just generally 
designed to be less powerful 
than creatures of other colors. 
(Having weaker creatures has 
been one of blue’s weaknesses 
since the original set, though 
originally this was handled by 
just making all of blue’s crea- 
tures rare and uncommon. 
You can see the vestiges of this 
in Phantom Monster, Air Ele- 
mental, Water Elemental, and 


Mahamoti Djinn.) 


Phasing with Finesse 
Phasing creatures show their 
stuff when you adopt a more 
elegant strategy than brute- 
force attack. The key to 
finessing phasing’s drawbacks 
is to take advantage of the fact 
that phased-out creatures are 
unaffected by spells and 
effects. Take, for example, the 
earlier trick with Taniwha and 


Wrath of God. Of course to 
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complement this mass- 
destruction strategy you might 
want an Icy Manipulator, Ice 
Floe, or some nonphasing 
blocker to keep from being 
overrun. You can also use 


creatures that phase out if you 
fail to pay their upkeep, like 
Vaporous Djinn or Warping 
Wurm. 

To make this trick really 
work, you need to synchronize 
all of your phasing creatures, 
thus maximizing the use of 
Nevinyrral’s Disk, Pestilence, 
or some similar effect. Unfor- 
tunately, if you put down your 
phasing creatures as fast as 
you can you wind up with two 
distinct groups: as one set of 
creatures phases in, the other 
cycles out. This is analogous 
to bishops in chess: the 
bishop that begins on a white 
square is always restricted to 
moving on white squares, 
while the other bishop is 
always fixed on black squares. 
Just like the two bishops, 
your two groups of phasing 
creatures will never meet—at 
least not without some effort. 

Unlike chess, Magic allows 
you to break every rule in the 
book. Whether you use 
Boomerang, Barbarian 
Guides, or Time Elemental, 
you can find a way to achieve 
phasing “parity.” You can 
even push creatures ahead in 
the phasing cycle with Real- 
ity Ripple. All of these cards, 
however, are too expensive or 
difficult to use for producing 
such a marginal effect. Luck- 
ily, Mirage provides a card to 
help you get around this 
problem, and it alone can 
justify the presence of black 
in a phasing deck. 

The mystery card is Spatial 
Binding, a global enchant- 
ment for @® that allows you 
to pay a life to keep a perma- 
nent from phasing out for a 


turn. While Spatial Binding 
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is a two-card combination 
(you need Spatial Binding and 
something to use it on), it’s a 
global enchantment rather 
than a creature enchantment, 
making it less vulnerable and 
far more versatile. Spatial 
Binding lets you consolidate 
all your phasing creatures into 
one cycle for a mass-destruc- 
tion effect, but that’s only a 
fringe benefit. The more com- 
mon use is just to allow your 
phasing creatures to attack 
more often. Would you pay 1 
life to make the 3/2 flying 
Teferi’s Drake attack for 3 
damage? Probably. Or 1 life to 
make sure a 6/5 creature 
attacks each turn? Quite 
likely. Also, you can just pay 


the life when you need to, so if 
your opponent drops Drudge 
Skeletons or Dancing Scimi- 
tar you don't have to keep 


paying life. 


Yet Another Phase 
Phasing can also be a defen- 
sive measure. Reality Ripple 
can be used in the same way as 
Boomerang, either to save 
your own permanents or to 
hinder your opponent’s. On 
your permanents, Reality 
Ripple is even better than 
Boomerang since you don’t 
have to recast or replay them 
and you don't lose any 
enchantments or negate any 
effects played on them. Of 


course it is for precisely those 


PHASING: The Official Rules 
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reprinted from the Mirage (Fifth Edition) rules 


hasing causes permanents to enter and leave play on 
their own. When a permanent phases out, it leaves play 
and is set aside, much as if it had been removed from 
the game. Any enchantments on the permanent phase 


out along with it. The permanent also keeps any counters it 
has as well as any permanent changes that have been made 

to it. Otherwise, all effects that depend on the permanent’s 

being in play or that apply to it while it’s in play end imme- 
diately. All damage on it is removed, and because it’s consid- 
ered out of play, any effects scheduled to affect it at end of 

turn are ignored. 

A permanent that’s phased out will phase in (that is, 
return to play) at the beginning of its controller’s next untap 
phase. Note that it might or might not enter play under the 
control of that player, as only effects that gave control of it 
to someone permanently will remain on it when it phases 
out. When a permanent phases in, it enters play tapped if 
and only if it was tapped when it phased out. (In other 
words, it enters play tapped as appropriate instead of enter- 
ing play untapped and then becoming tapped.) Effects that 
would normally trigger as the permanent comes into play are 
ignored. Permanents phase in without summoning sickness. 

A permanent with phasing phases out automatically at 
the beginning of its controller’s untap phase, at the same 
time as other permanents would be phasing in. It doesn’t 
phase out on the turn in which it phased in. 

Ifa token phases out, it’s removed from the game 
entirely, because it has left play. 
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reasons that Reality Ripple is 
Jess effective on your oppo- 
nent’s permanents, but it will 
still stop a Howl from Beyond 
or remove a Winter Orb for 
that one critical turn. Two 
creatures have that instant 
phase-out built into them: 
Mist Dragon, a 4/4 flyer 
phases out for 3. @ @, and 
Frenetic Efreet, a 2/1 flyer, 
will phase out for © mana, 
though there’s a fifty-percent 
chance it won't come back. 

Finally, cards with effects 
triggered by the card leaving 
play are just plain fun to com- 
bine with phasing. The Darks 
War Barge, for example, 
buries any creature to which 
it has given islandwalk that 
turn when it leaves play, 
meaning with Teferi’s Curse 
you have yet another Merfolk 
Assassin—War Barge combi- 
nation. Or put Funeral March 
and Teferi’s Curse on a non- 
offensive creature your oppo- 
nent controls and sit back and 
enjoy. Teferi’s Curse can also 
be useful if your opponent is 
foolish enough to put Phyrex- 
ian War Beast, Illusions of 
Grandeur, or Goblin Shrine 
into play. 

vvy 

This same story has been 
repeated many times in 
Magic—phasing is just 
another example of something 
that has potential to be a 
liability but that can be turned 
to your advantage in a big way. 
When you first experiment 
with phasing, remember that 
never before in Magic has a 
card’s absence made its pres- 
ence felt so strongly. Use that 
fact—and use it wisely. @ 


Chris Page is a doctoral student 
in physics at the University of 
Pennsylvania. His Magic design 
credits include Alliances, Ice 
Age, Fallen Empires, and 
Antiquities. 
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HPERT ADE ~~ EXCUSE ME, MR. SUITCASE? 


by Paul Peterson 


Coping with Lifes Little Changes 


here are many Magic cards that 
can suddenly and radically change 
the playing environment. These 
cards are often referred to as 
global effects, and when they hit 
the table it can be difficult to figure out 
exactly how to adapt your play style to 
the new environment. There is one basic 
o <= rule to follow, and that is to think 
aia ot BN le! a ay about how your opponent is dealing 


co with the sudden global change and to 
try to take out the cards 


stop any of these types of cards before 
they affect you (by countering the spell, 
disenchanting the card, or denying your 
opponent access to the card), you should 
do so, but oftentimes you don’t have that 
choice. Sometimes you just have to grin 
and bear the effects the best you can. 
Active cards like Power Surge, Ankh 
of Mishra, and Manabarbs (to name a 
few) at least give you some choice about 
the degree to which they will affect you. 
But if you make the 


SG eee that are helping him or her Remember wrong choice they can be 
You were playing Magic cope. Remember that since that you more devastating than 
hen Wer Ghilenase and your opponent played the should never __ they need tobe. For 

card that changed the envi- let global example, Power Surge is 
doing fairly well against ronment, he or she is proba- effects a red enchantment that 
ir cabin ail ots schoo bly in a much better position deals 1 damage during 

to deal with the effects than change the your upkeep for every 
he played a single card you are. way your untapped land you have. 
prukchanided tee ehtice Basically, there are three deck works. One's instinctual reaction 

categories of global-effects to this is usually to mini- 
structure of the game. cards, all of which have some sort of mize its effects by using as much mana 


negative impact. They could cause 


Y i 
oe Sere eS damage, or they could simply gum up 


creatures to having zero, or slow down your resources. Reactive 
3 cards require you to take an action or fail 
and all your Circles of ire : 
to take an action for them to impact you. 
Protection suddenly went Passive cards affect you every turn no 


away. “‘How can this be 
fair?” you think. Don’t 


cards affect you as soon as they’re played 
or activated and then leave play. 
Obviously, if you can 


ra ( matter what you do. And reset-button 
Fe 


despair. All you 
have to do is learn 
how to deal with 
these sudden global “a 
changes. 


as possible. That may not be the wisest 
choice, however. Remember that Power 
Surge affects Mr. Suitcase as well, so 
consider how he is minimizing the card’s 
effects; he may have a CoP: Red ora 
way of pumping unused mana into 
another card (into Carrion Ants or 
Shivan Dragon, for instance). Consider 
how much it will harm your opponent if 
you remove the resource that’s helping 
him or her and weigh that 
against how much the Power 
Surge is harming you. Then 
make your decision. And if you 
don't have the resources to 
remove cards in play, look at 
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how Mr. Suitcase is dealing with the 
effects and try to emulate that. With 
Power Surge you want to put out per- 
manents that have activation costs; that 
way you can consistently use your mana 
to avoid taking damage. 

Remember that you should never let 


global effects change the way your deck 
works. If your opponent plays Ankh of 
Mishra when you only have two lands 
out but your deck needs four lands to 
work, don’t let the Ankh’s threat of 
dealing damage every time you put a 
land out stop you from getting the 
mana you need. 

When you have to deal with passive 
global effects (such as those caused by 
Winter Orb, Meekstone, and Stasis), 


oftentimes you have very few choices 
since it doesn’t matter what you do; the 
effects are still going to happen. Again, 
patience is the key; you have to wait to 
decide when the best time to use a 
resource is going to be because you may 
not get to use it again. For example, if 
you have a large creature and several 
small creatures, and Mr. Suitcase has 
played a Meekstone (“no creatures with 
power greater than 2 untap during their 
controller's untap phase”), you probably 
want to hold off attacking with a large 
creature until you think that doing so 
will finish him off. That way you will 
have the creature available for defense 
for as long as possible. The same princi- 
ple applies for Stasis. Since nothing 


Test Your Knowledge 


ow that the lecture is over, it’s time for a 

little quiz. Your opponent, Mr. Suitcase, has 
three artifacts in play: a Winter Orb (“no player may 
untap more than one land during his or her untap — 
phase”), a Howling Mine (“players draw an additional 


card during their draw phase”), and a Black Vise (“deals | damage to 
you at the end of your upkeep for each card in your hand in excess of 
four”). You have five cards in your hand and 10 life, and you’ve just 
drawn a plains and the Disenchant that you so desperately need. So 


what do you disenchant? 


Take a few minutes to think about it, and then I’ll reveal the best 
answer. Ready? The wisest choice is to disenchant the Howling Mine since 
it’s helping the Black Vise to harm you by putting more cards in your 
hand. Also, Howling Mine is helping Mr. Suitcase to get around the Winter 
Orb’s effect by allowing him to draw more land. Granted, the Mine is 
doing the same for you, but since you still have 10 life and you can play 
two cards in your hand before your next upkeep (the plains and the 
Disenchant), chances are the Vise won’t be hurting you much longer. 

On the other hand, Mr. Suitcase is using the Mine to get to the cards 
in his library that are going to help him create his lock— 

cards like Icy Manipulator, which will allow him to tap the 

Winter Orb at the end of the turn so that his land is Oo 


not affected by it. 


44 OCTOBER 1996 THE DUELIST 


untaps you want to use each land or 
creature to maximum effect before it 
becomes locked down. 

Finally, reset-button cards (including 
Armageddon, Wrath of God, 
Nevinyrral’s Disk, and Jokulhaups) 
change the environment by wiping 
some part of it out. Many decks have 
some sort of reset button, so you should 
never play all of your available resources 
unless you have to. That way even if 
you don't know for sure whether or not 
Mr. Suitcase has a reset button you will 
have resources to fall back on. Once 
you know that your opponent has these 
cards, however, you have something to 
work with. When your cards are vul- 
nerable to destruction, your strategy 
should be to only play a card if you 
absolutely need it. For example, if you 
know that your opponent is playing 
with Armageddon, you probably want 
to save a land or two in your hand. That 
way when all the lands go away you can 
recover quickly. And by keeping crea- 
tures in reserve as a defense against 
Wrath of God you are not only able to 
recover more easily, you also reduce its 
overall effectiveness. With only a few 
creatures in play, Mr. Suitcase has to 
decide whether it is worth it to use 
Wrath of God to destroy one or two 
creatures or to take their damage and 
wait to use his Wrath more effectively. 
This reserve strategy has to be bal- 
anced, of course, by necessity. If playing 
the last land from your hand will allow 
you to cast an important spell, then you 
should play it. 

There are many more cards that can 
radically alter the game environment. 
Some of them don’t even fit conve- 
niently into any of these categories. The 
most important thing you can do when 
you encounter any of these cards is to 
take a moment to think about them. 
Ask yourself what they do and how to 
minimize their effects. Doing so can go 
a long way toward helping you to defeat 
their strategy, even when playing against 
Mr. Suitcase. @ 


Paul Peterson is a calm, cool, and collected 
game designer who always knows just 
what to do, even when Mr. Suitcase is 


throwing a fit. 
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EXPERT ADVICE 


Foundation Cards: 

The First Half 

Both the Erhnageddon and 
Erhnam ’n Burn ’Em decks 


start with the same green core. 


f all the creatures 
in Magic, a few 
stand out as “best 
buys.” With a cast- 
ing cost of only 

3 ®, the 4/5 Erhnam Djinn 
has become such a staple 
in Type Il play that two 


Erhnam Djinns, obviously, 
take center stage; you'll cer- 
tainly need at least four of 

them. Many Erhnam decks 


popular Lis types, the also add one or more Autumn 
green/white “Erhnaged- Willows. Autumn costs more 
don” and the green/red mana than Erhnam for the 


“Erhnam ’n Burn ’Em,” 
are built around it. 


same hitting power but is 
much harder to kill. Lhurgoyf 


Though they go about doesn’t pack the early-game 
accomplishing it punch that’s often key to these 
in different decks’ victories, but if the 


graveyards start to fill with 


ways, the 
sine creatures, a 
cae Lhurgoyf 
can eat 
these deck Erhnams for 
types is the same: elimi- breakfast. 
nate all your opponent’s Occasion- 


creatures while getting 
one big creature into play, 
then maintain this advan- 
tage long enough to 
pound your oppo- 


& 


ally, you'll 
see one 


nent to 


a pulp. 

The big 

creature is rae) 
most often Fy 
anErhnam * 


Djinn. 


Erhnam 

Djinn: . 
Be afraid. Be : i 
very afraid. | 


of the prime nongreen large 
creatures (such as Serra Angel, 
Orgg, or Dragon Whelp, 
depending on the deck’s sec- 
ond color) supplementing the 
greens. 

Most Erhnam decks also 
include some smaller crea- 
tures. Llanowar and Fyndhorn 
Elves or Birds of Paradise 
provide fast mana, letting you 
get a heavy hitter out that 
much faster. Many also 
include a few cheap attackers, 
such as Elvish Archers, for 
fast damage. Whirling 
Dervish and Spectral Bears 
are often in the sideboard and 
occasionally in the main deck, 
especially with the current 
popularity of mono-black 
Necrodecks. 

Most of the rest of the deck 
focuses on removing any crea- 
tures your opponent has 
and/or destroying lands to 
prevent your opponent from 
casting new creatures. Some 
players add Sylvan Libraries 
to increase their chances of 
drawing the card they need, 
especially if they're also using 
Land Tax; some throw in an 
Icy Manipulator or two, since 
keeping an opponent's crea- 
ture or land tapped is almost 
as good as destroying it. Fell- 
war Stones can help get a 
large creature out faster and 
speed recovery after blowing 
up all the land with Armaged- 
don or Jokulhaups. And 
Zuran Orb, of course, lets you 
gain life before you blow 
everything up. Strip Mines, 
for land destruction, are 
another favorite that works 
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DECK DECONSTRUCTION 


by Beth Moursund 


Erhnageddon and Erhnam’n Burn Em 


What It Takes to Erhn Your Wins 


with both deck styles. 

From here, Erhnageddon 
and Erhnam’n Burn’Em 
diverge in color. This second 
color provides the “destroy 
opponent's creatures” half of 
the strategy and shapes the 
rest of the deck. 


Foundation Cards: 

The Second Half 
Erhnageddon’s white half 
begins, as the name implies, 
with Armageddon for mass 
land destruction. Wrath of 
God provides a “reset button” 
(a way to level the playing 
field) for creatures and can 
deal with protection from 
white. Swords to Plowshares, 
the cheapest form of creature 
control, provides more selec- 
tive removal. Disenchants take 
out artifact creatures as well as 
other bothersome enchant- 
ments or artifacts. Land Tax 
helps you recover quickly from 
Armageddon and also makes 
an excellent partner for Sylvan 
Library. And there’s always 
the Balance—Zuran Orb 
combo, which can be used to 
clear the board and gain life in 
the process. 

Erhnam ’n Burn ’Em relies 
on red direct damage for crea- 
ture control. Stormbind can 
turn every card in your deck 
into direct damage. Along 
with that, pick your favorite 
combination of Lightning 
Bolts, Incinerates, Fireballs, 
and Earthquakes or Pyro- 
clasms. It’s wise to pack a 
Shatter or two for artifact 
control, too. Tinder Walls 
and Orcish Lumberjacks 
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supplement or substitute for 
the green mana-producing 
creatures, giving this deck an 
excellent fast-start capability. 
Finally, some decks include 
Jokulhaups as a reset button. 

Some Erhnam ’n Burn’Em 
players include Stone Rain 
and attempt to use that, along 
with Strip Mines, to keep the 
opponent's land supply down; 
others give up the idea of land 
control entirely and just focus 
on blowing away anything the 
opponent puts into play. The 
new Alliances card Pillage pro- 
vides a nice compromise, fill- 
ing the function of either 
Shatter or Stone Rain as 
needed. 


Playing the Decks 
The only drawback of Erhnam 
Djinn is its unfortunate habit 


eee eer errr errr ries 


Poulter’s Erhnageddon Deck 


of giving forestwalk to one of 
your opponent's creatures. 
Many players plan to kill the 
forestwalker before it attacks. 
Others try to give the forest- 
walk to a creature that your 
opponent won't want to use 
for attacking, or one that will 
do little or no damage. Mana- 
producing creatures make 
ideal targets. 

Both Erhnageddon and 
Erhnam ’n Burn ’Em often 
win through sheer speed. A 
third-turn Erhnam is not hard 
to come by—all you need is a 
land each turn (at least one of 
them producing green mana) 
and an Elf, Bird, or Fellwar 
Stone by the second turn. In 
the Erhnam’n Burn ’Em ver- 
sion even a second-turn 
Erhnam is possible. All it 
takes is a 


eee eeweeeee 


The deck Preston Poulter used in the first 


professional tournament is a classic 

Erhnageddon deck. 

2 Autumn Willow 2 Aeolipile SIDEBOARD 

3 Elvish Archers 2 Fellwar Stone | Autumn Willow 

4 Erhnam Djinn 2 Icy Manipulator —_—2 Essence Filter 

2 Hurricane | Nevinyrral’s Disk | Armageddon 

| Spectral Bears | Zuran Orb I Disenchant 

| Sylvan Library 4 Brushland 2 Divine Offering 

2 Armageddon 4 Forest 2 Karma 

| Balance 2 Havenwood 1 Land Tax 

3 Land Tax 4 Mishra’s Factory I Fellwar Stone 

4 Swords to 8 Plains I Ivory Tower 
Plowshares I Ruins of Trokair I Serrated Arrows 
| Wrath of God 2 Strip Mine 


Mortimer’s Erhnam’n Burn ’Em Deck 


SOOT E ERE E OER OHO HERE HEHE EEE EEEEE HEHE HEEE HEHE EEE E EEE Oe EEE Eee Ea Eee 


Derik Moreiever’s:Brissain ta Burton Wack wes aladhal 
Regionals. 


contender in the 1996 Northwest 

4 Elvish Archer 2 Fireball SIDEBOARD 

4 Erhnam Djinn 4 Incinerate 3 Tranquility 

| Fyndhorn Elves 3 Jokulhaups 4 Whirling Dervish 
4 Llanowar Elves 4 Lightning Bolt 2 Anarchy 

2 Lhurgoyf 2 Orcish Lumberjack | Detonate 

2 Sylvan Library 9 Forest 3 Red Elemental 
3 Tinder Wall 4 Karplusan Forest Blast 

3 Dragon Whelp 9 Mountain 2 Shatter 
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forest and a Tinder Wall the 
first turn and another land on 
the second, or a mountain and 
Orcish Lumberjack the first 
and a forest the second—plus, 
of course, the Erhnam itself. 


Playing ’Geddon 

With Erhnageddon, ideally 
you want to follow up playing 
the Djinn with Armageddon. 
Your opponent, now left with 
no land, will likely be unable 
to stop the Djinn before tak- 
ing serious, sometimes fatal, 
damage. This tactic works 
well both early in the game 
and later on. 

The Erhnageddon’s 
midgame strategy is to keep 
the enemy under control 
through judicious use of your 
white spells, while waiting for 
a big creature. Also, if you can 
do a bit of damage by plinking 
your opponent with Elves 
when he or she is undefended, 
don't pass up the opportu- 
nity—occasionally you'll even 
kill someone that way. But 
don't get too distracted from 
your real purpose. Eventually 
you'll draw one of your heavy 
hitters. Now do everything 
you can to clear the board and 
make room for “Big Green” to 
pound your opponent again. 

It’s nice to hold onto an 
Armageddon for the one-two 
punch of dropping a big crea- 
ture and then wiping out all 
the land. Often, though, you 
won't have that luxury. If your 
opponent has a mana advan- 
tage, you may want to use 
Armageddon as a reset button 
to equalize the game again. 


Playing Burn ’Em 

Erhnam’n Burn ’Em’s 
midgame strategy is similar to 
Erhnageddon’s. Instead of 
Swords to Plowshares to 
remove the opponent's crea- 
tures, you have Bolts, Inciner- 
ates, and/or Stormbind, and 


instead of Wrath of God, you 
have Earthquake or Pyro- 
clasm. Against small crea- 
tures, you're in great shape, 
but larger creatures are more 
of a problem; you'll need to 
spend two cards to take out 
one. And none of these can 
touch a creature with protec- 
tion from red. Your reset but- 
ton, Jokulhaups, is much more 
devastating than Armaged- 
don; it takes out not only all 
the lands but also the crea- 
tures and artifacts. 

Erhnam ’n Burn ’Em has an 
alternate strategy as a backup. 
If you find yourself facing a 
creatureless opponent, or even 
a creature-full opponent who's 
taken a few good hits from 
your big creatures, go into 
burn mode. Your opponent 
becomes the target for every 
direct-damage spell you draw. 


Djinn-eric Formula 
With Mirage's release, players 
will no doubt futz with the 
Erhnageddon and Erhnam ’n 
Burn ’Em decks and succeed 
in making them even more 
lethal. Even so, the basic for- 
mula is sure to stay the same: 
use fast mana to get out a big 
creature, plus lots of creature 
control and a reset button. 
And one last note about 
Erhnam Djinns: they seem to 
have a hidden talent for farm- 
ing. Somewhere in Dominia 
there’s an entire valley full of 
djinns who have traded their 
swords for plowshares—and 
its population grows with 
every Magic tournament. # 


Beth Moursund is a long-time 
contributor to The Duelist who 
tries to squeeze in eating and 
sleeping in her free time. 


If you'd like to see a specific deck 
type discussed, write to “Deck 
Deconstruction” c/o The Duelist, 


P.O. Box 707, Renton, WA 98057, or 
email us at <duelist@wizards.com>. 


$ 


m., ave, rejected humanity 


andforsaken 


e 
; aa a. oe F 
* the ance undead. Since the*fif- 


rae . ry "yy « 
teenth centuty, ‘these bestial creatures have 

i waged a holy war of blood and shadows against 
their enemies, the Kindred™ of the Camarilla~. 


This October, the Camarilla and the Sabbat will 
renew their immortal war. - 
The Sabbat is a stand-alone expansion for 
Vampire: The Eternal Struggle». With over 
400 cards to choose from, you can create Sabbat 
decks to challenge Camarilla decks or include 
Sabbat cards in your existing V:TES decks. 
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DRACTUS PUBLISHING IS PLEASED TO CARRY 
THESE FINE WHITE WOLF PRODUCTS: 


Arcadia: the Wyld Hunt™ card game features character based adven- 
ture set in the fabled land of the fae. The tale continues in December 
with King lronheart’s Madness™ Race against time to discover the 
secret of Ironheart’s power before his forces overwhelm Lord Gamine. 
GAME STUD10 Compatible with Arcadia: the Wyld Hunt™ or a stand-alone adventure. 


Legacy of the Tribes™ the largest RAGE supplement to date brings back characters from 
the original RAGE set bigger and badder than before. A new card type will be introduced 
as well as new foil enhanced chase cards. Look for Legacy in October. 


The Wraith Second Edition™ role-playing game is receiving accolades industry-wide. 
Experience the passion, beauty, and horror of the restless dead in this completely re-writ- 
ten second edition. 


Vampire: the Dark Ages™ is role playing at its best. Enter the medieval World of 
Darkness, and discover what it meant to be a vampire in a time of faith and superstition 
when humans rightly feared the night. 


WE CARRY THE FOLLOWING PRODUCT LINES: 


Atlas Games Flying Buffalo Optimus Design Systems T.S.R. 

Avalon Hill FPG Mayfair U.S. Games Systems 
Companion Games Geo Hex Palladium West End Games 
Daedalus Studio Hogshead Publishing Phage Press White Wolf 
Decipher iron Crown Enterprises Precedence Wizards of the Coast 
Dream Pod 9 Khalsa Brain Games Ral Partha Wizard Press 

Enor Systems Reaper Wordware Press 
FASA Koplow Scrye Magazine 
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EXPERT ADVICE 


Leaner and Meaner 


With every new edition ver since Magic’s initial release, we've 
added and removed cards from the basic 
of Magic’s basic set, set to create new editions. When we 
started to develop next year’s rotation, 
the rules to the game 


the Fifth Edition card set, one of the first 
subjects we discussed was the rules. Anyone 


Sreupdatad and who plays much Magic knows that the rules 


refined. Continuing are quite extensive. What's often less clear is 
that parts of the rules are far more complex 
that tradition, Magic: than they need to be. In fact, several of the 
rules seem to serve more as grist for the rules- 
The Gathering—Fifth lawyering mill than as actual aids to game play. 
To alleviate this problem, we went through 
Edition will be released 


the rules and removed several elements that 
were either confusing, counterintuitive, or a 
waste of time. The rule set was not strictly 
reduced, though. We added a couple of rules 
to eliminate some loopholes that only rules 
lawyers understood (and thus abused) and that 
were disliked and counter-intuitive. We also 
introduced and expanded a few game terms. 
This article lists all of the rules changes 
between Fourth Edition and Fifth Edition. 

One caveat: this article bases the differ- 
ences on the final version of Fourth 
Edition. For example, the fact that activated 
abilities can no longer be “pumped” by paying 
their entire costs more than once in an activa- 
tion is a change to Fourth Edition, so it’s not 
listed here. 


next year with a leaner, 


meaner set of rules. 


NEW TERMINOLOGY 

Combat Damage: This is the term now used 

to refer to damage dealt during damage deal- 

ing. All cards that referred to “damage in 
combat,” such as Fog and Gaseous Form, 
now refer to “combat damage.” 

Generic Mana: This term refers to 
colorless mana required for casting costs, 

, activation costs, etc. For example, Disen- 
chant is now said to cost one white and 
one generic mana. 

Landhome: “Landhome” describes those 
creatures that depend on having a certain 
type of land in play to survive and attack. 
For example, Sea Serpent has “islandhome.” 

Legendary: Artifacts and enchantments 


ILLUSTRATION BY DREW TUCKER 


MURK DWELLERS 


by Tom Wylie 


can now be “legendary.” Creatures are still 
referred to as “legends.” 

Protection: A creature can now have pro- 
tection from anything, not just from colors. 

Global and Local Enchantments: Enchant- 
ments that are played on other permanents 
are referred to as “local” enchantments; those 
that are simply put into play are called 
“global” enchantments. 


PLAY OR DRAW 

For several months now, an optional rule has 
been in effect for DCI sanctioned tourna- 
ments stating that whichever player takes the 
first turn of the game skips his or her draw 
phase for that turn. This rule is now part of 
the standard rules for Magic. The old rules for 
determining who plays first now determine 
which player decides who will play first (and 
skip his or her draw phase). 


THE TURN STRUCTURE 
End of Turn: One of the counterintuitive 
elements of the Fourth Edition rules was that 
effects that happened “at end of turn” occurred 
before effects that lasted “until end of turn” 
wore off. In Fifth Edition, this procedure is 
corrected by moving “at end of turn” effects 
to the very end of the turn. Moving the 
resolution of such effects out of the End 
phase removed any need for that phase, so we 
collapsed that phase and Heal Creatures into 
a single phase called “Cleanup.” Note that fast 
effects are illegal during Cleanup just as they 
were during Heal Creatures, so the last 
chance to play fast effects is now Discard 
(and before you discard down to seven). 
Beginning/End of Phase: Effects that occur 
at the beginning or end of a phase, including 
“at end of turn” effects, now follow the same 
rules as specialized effects. That is, the active 
player's effects must resolve before the oppo- 
nent’s effects, rather than the active player’s 
deciding the order in which effects resolve. 


MANA AND THE MANA POOL 
Mana Sources: “Mana sources” are a new 
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category of abilities. They include the 
ability of lands to be tapped for mana 
and all abilities that provide mana as 
interrupts. For example, Llanowar 
Elves’s ability is now considered a mana 
source, but the ability of Ice Cauldron is 
not. Mana sources may be used when- 
ever desired and may not be interrupted; 
there is no gap between playing the 
ability and resolving it. For example, 
you can’t Rust a Mox; only continuous 
effects can stop a mana source from 
producing mana. 

Mana Burn: Mana burn has been 
reverted to loss of life, so it may not be 
prevented or redirected. 


SPECIAL COSTS 

The list of costs that can appear on the left 
side of the colon in “cost: effect” has been 
greatly expanded. For example, in older 
editions, only mana symbols and tap 
symbols could appear to the left side of 
the colon. Now anything can appear there, 
including paying life, sacrifices, tapping 
other permanents, and so on. For example, 
the text for Greed would now be “®, Pay 
2 life: Draw a card.” 


ABILITIES 

Doubling Up: Under Fourth Edition rules, 
if a permanent was given an ability it 
already had, the repetition of the ability 
would be ignored. Under Fifth Edition 
rules, if a permanent is given an ability 
more than once, it gets that ability again, 
though this may prove to be redundant. 
For example, giving a creature flying again 
is possible but not very interesting. But if 
a creature is enchanted with two Farrel’s 
Mantles, it may use each Mantle’s ability 
if unblocked. 


INTERRUPT TIMING 
Interrupts that Target Cast- 
ings: Interrupts that are played 
during the casting of a spell or 
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effect are now played in batches, just as 
instants are, with the caster of the spell or 
effect having priority in beginning or 
adding to a batch of interrupts. Such 
interrupts can only target the casting they 
interrupt and cannot target “down the 
chain.” 

Other Interrupts: Interrupts that 
target nothing or that target something 
other than a casting are now played as 
mana sources if they only provide mana, 
or as instants. Interrupts that can target a 
casting or target something else (e.g., 
Hydroblast) are played as instants if 
they’re not targeting a casting. 


DAMAGE PREVENTION 

Causes: Only damage leads to damage 
prevention. A creature that is destroyed, 
buried, or killed due to toughness reduc- 
tion is put into its owner’s graveyard 
immediately, during the resolution of the 
effect that kills it. Regeneration effects can 
be used at that time as a specialized effect 
played during resolution. 

No Delays: Damage-prevention steps 
are no longer pushed off until the end of a 
batch. Whenever an effect deals damage, 
there is a damage-prevention step just 
following that effect. For example, Light- 
ning Bolt used in response to Red Ward 
will kill the creature to be Warded, while 
it wouldn't have before. And, yes, this 
means that Tim will finally be able to 
finish off the Benalish Hero before she 
can get her Holy Armor on. 

Legal Effects: The effects that are 
specifically legal for use during damage 
prevention are effects that prevent dam- 
age, effects that redirect damage, and 
effects that are only usable when some- 
thing is damaged (e.g., Eye for an Eye). 
Mana sources and interrupts have blanket 
permission to be used as needed, so may 
also be used. 

Packets of Damage: Damage is now 
organized into “packets,” with each packet 


representing a source doing a certain 
amount of damage to a target. Damage- 
prevention and redirection effects target 
these packets, and redirecting part of a 
packet will cause it to split into two. Ifa 
single effect assigns damage to a target 
more than once, such as with Mana 
Clash, then all of the damage is combined 
into a single packet. 


GRAVEYARD AND LIBRARY 
Separate Graveyards: The notion of “the 
graveyard” no longer exists. Each player 
has his or her own graveyard, just as each 
player has his or her own library and 
hand. Older cards that refer to “the grave- 
yard” should be read as referring to “any 
graveyard” or “all graveyards,” as appropri- 
ate to the context. The function of these 
cards is unchanged. 

Regeneration: As noted above, regen- 
eration effects are now specialized effects 
used as soon as a creature would be put 
into a graveyard; regeneration is not part 
of damage prevention. Regenerating a 
creature erases all damage that has been 
dealt to it over the course of the turn and 
will remove a combatant from the combat. 

Burial: Bury effects are now completely 
unpreventable; they do not just prohibit 
regeneration. 

Death Effects: Whenever a permanent 
is put into the graveyard, all appropriate 
effects are triggered, even if the source of 
the effect has left play. For example, if an 
animated Soul Net dies, you can now gain 
1 life from its effect. 

On Its Way to the Graveyard: This 
Fourth Edition rule has been removed. 
Any creature can be sacrificed during 
damage prevention, even creatures that 
have received lethal damage. 

Counting the Library: Players may 
now count anyone’s library at any time. 


CLEARER? 

As you can see from this list of changes, 

we have eliminated several of the corner 
cases of the rules and streamlined several 
others. Hopefully this will make it easier 
for players to pick up the rules and keep 

track of them all once they've learned. #* 


Tom Wylie suspects he will be bored out of his 
mind when judging tournaments using Fifth 
Edition rules, but secretly hopes he’s wrong. 


Check this. It kicks off with a new generation of versatile programs that change identity on 
the fly. Icebreakers that can pull a quick switch and become entirely different weapons at 
your discretion. Walls that can slap up code gate routines. Wallbreakers that can drop a sentry 
flat. The first limited-edition expansion set for Netrunner blows into stores this fall. Fifteen-card 
booster packs filled with the latest street-tech and industrial countermeasures. New innovations will put 
an edge on your game. 


Are you getting this, Wilson? Proteus is out there. You better run. 


15-card booster packs (mixed Corp and Runner): $2.95 MSRP / Wizards of the Coast® Customer Service: (206) 6240-0933 Wards 
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The most eagerly await 
expansion set since L 
has taken the tou EVERY NEW EXPANSION, assessing a card set’s impact can be difficult. Even 


scene by storm. As expected, / : as I write this, players around the world are experimenting, giving rise to new combos 
cards from Alliances have 
shown up in just abotit ey 


Type Il tourndment deck. 


and new strategies beyond anyone’s ability to predict. Nonetheless, it’s impossible to 
ignore the sheer power and utility of some of the cards in Alliances. The “pitch cards,” for 


i y example, alter the fundamentals of playing the game by allowing extremely powerful 
Alliances aagyonsed the 
ean > 


3 a oe A F effects without the cost of mana. Other cards affect (or even violate) the fundamental 
creation of hew deck strategies 


and given some old ones new principles of deck building. Without the benefit of hindsight I'll have in a few more 


ways to get the job done. months, I’ve dared to detail the strategic impact of A//iances. 


Alliances and Pa? eck Building 


With the arrival of A//ances, playing witfrland destruction is now absolutely neces- 
sary. At the professional tournament in Columbus earlier this year, many of the com- 
petitors had obviously already recognized the power of Kjeldoran Outpost and 
Thawing Glaciers. In fact, in many matches both players had both cards in play. In my 
article on Necropotence in Duelist #11 (“The Power of Death: 
Thoughts on Using Necropotence,” p. 39) I stated that every 
tournament deck must be able to deal with creatures, arti- 
facts, and enchantments. With the coming of Kjeldoran Out- 
post and Thawing Glaciers, land has been added to that list. 
Kjeldoran Outpost has had a subtle impact on tourna- 
ment play in at least two ways. First, players using Out- 


post have more trouble getting the color and quantity of 
mana they need in early draws. Keeping the Outpost 
from being buried once you've put it into play requires 
that you sacrifice a plains, and activating the Outpost’s Soldier-producing ability costs 
1 #. Both of these facts make the Outpost more closely analogous to an Enchant Land than 
to a normal land as we’ve come to think of them. In any deck in which white is only a 
minor color (perhaps for Disenchant, Swords to Plowshares, and Balance) the Outpost 
probably won't be an option. The second way Kjeldoran Outpost has had an impact on 
tournament play is by forcing players to use land destruction more selectively. Instead of sim- 
ply Strip Mining the first land someone puts down, players will now use Strip Mine as a 
source of mana and lie in wait for the Outpost. 

The most important impact of Kjeldoran Outpost, of course, is that it produces almost 
automatic card advantage. In Magic a creature must be dealt with by either another crea- 
ture or by some creature-defense card (e.g., Swords to Plowshares, Lightning Bolt). If an 
Outpost generates three Soldier tokens before being Strip Mined, those three creatures 
can take away three anti-creature cards (or one global anti-creature card like Pyroclasm) 
from the opponent's arsenal. This fact alters the traditional defensive overkill strategy. 
Wrath of God often sounds the death knell for a white weenie deck as two or three crea- 
tures (usually creature cards) are wiped out with just one card. But if an Outpost produces 
three tokens and attracts a Wrath of God from the opponent followed by a Strip Mine, 
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then the Outpost's effect has achieved par- 
ity in cards (plains plus Outpost equals 
Wrath plus Strip Mine) and assisted in 
keeping that parity when more creatures 
are put down. 

Thawing Glaciers, while not as dan- 
gerous as Kjeldoran Outpost, should fast 
become another target for land-destruc- 
tion spells. Like the now-restricted 

Land Tax, Glaciers provides mana and 

helps you thin out your library. Unlike 

Land Tax, however, Glaciers works in every deck 
that uses basic land and doesn't require you to play the Land 
Tax stalling game. 

The biggest impact of Thawing Glaciers is that 
multicolor decks are now extremely viable. Even a 
four-color deck with no multilands is feasible. This 
violates one of the fundamental rules of deck build- 
ing: using multiple primary colors in Magic is 
meant to be fairly difficult. In Type I, rainbow decks 
have long been a dominant force, where a deck that is 
essentially blue/white might include a touch of 
black for Demonic Tutor, a touch of green for 
Regrowth, and a touch of red for Wheel of For- 
tune, powering each of them off of City of Brass, 
one multiland, and the Mox of the appropriate 
color. Thawing Glaciers makes the rainbow deck a 
possibility in Type II. Even taking for granted that a Type II 
rainbow deck is going to be less efficient than its Type I equiv- 
alent because of the Glaciers’s slow speed, a Type II blue/white 
deck could easily run with two or three mountains just for 
Fireballs, giving up very little in the way of efficiency. 

Strip Mine is the obvious method for dealing with these 
two dangerous Alliances lands, but Armageddon, Winter Orb, 
and Stasis are also valid choices. Whatever you choose, land 
destruction is now a must in Type II. 

Lim-Dil’s Vault is another card that has had a tremendous 
impact on deck building, again to the point of violating funda- 
mental principles. For @# and some life the Vault essentially 
allows a player to find any card he or she needs for the next turn. 
Card combinations can be set up more quickly, allowing the 
blue/black player to rely on those combinations to win. Nor- 
mally a tournament deck should have no card that is not useful 
in and of itself—with multiple Vaults, a tournament-winning 
deck can have a few cards that are useful in and 


of themselves but that are overwhelming in 
combination. The “Turbo-Stasis deck,” which 
caused such a buzz at the U.S. National Champi- 
onships, is one such deck. 


SYTP ly ‘ | 
Alliances ana Play Sti al OY 
When we look back on Alliances with the benefit 
of hindsight, the so-called pitch cards (Pyrokine- 
sis, Force of Will, Contagion, Scars of the Vet- 
eran, and Bounty of the Hunt) may emerge as the 


set's most important addition. By providing powerful effects for 
a no-mana casting costs, pitch cards introduce uncertainty into 
the game. Players can no longer act with confidence just 
because their opponent is tapped out: Blue can still counter that 
critical spell. Red can still kill off all of your small attackers. 
Black can decimate two 1-toughness creatures or permanently 
reduce an Erhnam Djinn into a green Kobold tour guide pro- 
viding guidance to the ways of forests. White can turn your 
confident, final assault into a devastating loss by turning a fatal 
10-point Fireball into a 3-point Lightning Bolt and then 
killing you off with a horde of Lions and Orders (unless, of 
course, you're holding that Pyrokinesis). Green can...well, 
green can.... Anyhow.... 
As long as your opponent is holding more than one card in 
her hand, you have to assume she can react to your 
strategy. With the exception of green’s Bounty 
of the Hunt, pitch cards are uniformly power- 
ful in effect. This was illustrated in a tourna- 
ment I attended around the time of Nationals. 
In a classic Necro ys. anti-Necro—white-weenie 
contest, both players were pounding away with 
pumped up, unblockable Knights and Orders. 
Both players were a turn away from death and 
the anti-Necro player had just attacked and 
tapped out, so he was beyond the help of a 
Swords to Plowshares. The Necro player then 
drew a Drain Life. He attacked to bring his 
opponent within range of Drain Life and threw 
down the kill. The anti-Necro player discarded Wrath of God, 
cast Scars of the Veteran to stay alive, and went on to kill the 
Necro player during his turn. 
A similar example from the Necro player's side happened 
later. Playing against a red/black, big-flyer deck, the Necro 
player was wreaking havoc with a pumpable knight when his 
opponent threw down a Shivan Dragon. The next turn, the 
Necro player attacked with the pump- 
knight again and his opponent quickly 
counted how much black mana the 
Necro player had available: only three 
sources of black mana on the table, 
two cards in his hand, and three Dark 
Rituals in the graveyard. Thinking 
that his Dragon was safe, he used it 
to block the pump-knight. 
The Necro player dis- 
carded a Drain Life, paid 
one life, and cast Conta- 
gion, putting two -2/-1 
counters on the Dragon. He then 
pumped up the Knight enough to be a 3/1 first 
striker. The result was a dead Dragon and, a few 
turns later, a dead opponent. 
By changing the mathematics of Magic, pitch 
cards destabilize traditional tournament habits. If 
a permission player has more than one card in 
hand, don’t bother counting his mana in fear of a 
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Power Sink; he could use Force of Will 
to counter anything you do. Or how 
about casting Serra Angel followed by 
Armageddon? You better hope your 
opponent isn’t holding Pyrokinesis. 
Assessing the importance of pitch 
cards in shaping tournament play is 
still difficult, but the games I’ve seen 
and the analysis I've done both sug- 
gest that pitch cards will have 
immense impact. 


ee hanges fo € Cristing Strategies 


Alliances has also affected Sve every existing dominant strategy in 
Type II. Some cards have had an obvious impact, while others 
appear flexible and useful enough to be worth aes 
Necropotence. Dennis Bentley won the U.S. _~ me 
National Championships using a red/ ; 
black Necrodeck without a Disk or a':> 
Drain Life in his deck or sideboard. 
The card that made this possible. «. 
was Dystopia, possibly the single 
most abusive color hoser in the’ 4 
game today. For just @@@, a \4 
mono-color Necrodeck now has *’ rf 
an Abyss that doesn’t affect its 
own creatures combined with a 
permanent Disenchant. Dystopia 
has a steep upkeep, but it’s negligible . 
for the number of turns needed to “\ 8 
mess with the opposing green or white “~ . 
player. Consider the cards Dystopia . -<* 
would take care of: creatures with protection’ a 
from black, Erhnam Djinn, Stormbind, any Circle ~ 
of Protection, Karma, Land Tax, Sylvan Library, Autumn 
Willow, and Deadly Insect for a start, and the list just gets 
longer. Dystopia should appear in the sideboard of just about 
every Necrodeck. 

Contagion is another powerful addition to black’s arsenal, as 
illustrated by my earlier example. The card can be particularly 
devastating against opposing Necrodecks, rendering Hypnotic 
Specters toothless and killing multiple pump-knights. Conta- 
gion can even bring down a Mishra’s Factory when you're all 
tapped out. 


White Weenie. Kjeldoran Outpost is a natural choice for 
white weenie decks, which typically have a plentiful supply of 
plains. In weenie decks that use Crusades the fact that the 
1/1 Soldier tokens are white makes the Outpost an even 
stronger choice. 

Scars of the Veteran is another great choice since the weenie 
player will usually have ample white cards in hand. With 
Scars, a Savannah Lion can not only block an Erhnam and 
survive but can become a 2/5 blocker. Against an opponent 
using red direct damage to kill creatures, Scars of the Veteran 
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can throw off calculations horribly. Seeing an opponent cast an 
8-point Fireball on an Order about to kill him may not even 
seem that unreasonable. Martyrdom may prove to be a combat 
card without peer, depending on the situation. Let your opponent 
attack with two Order of the Ebon Hands and Drain Life you for 
3, then use Martyrdom to redirect the damage to your White 
Knight. And, hey, it’s even got protection from black. 

Another excellent card for white weenie decks is Phyrexian 
War Beast. At @ for a 3/4 without any upkeep, the Warbeast is 
one of the most economic creatures in the game. The drawback 
of sacrificing a land and losing one life is relatively minor for a 
white weenie deck since most spells in the deck require just two 
mana to cast. That the Warbeast can block enemy Black Knights 
is also a significant bonus. 

Finally, although not a true “weenie,” Ivory Gargoyle is 
bound to become a regular on the tournament circuit because it 
works so well with global-destruction spells such as Wrath of 

God, Jokulhaups, and the Disk. With a built-in 
Qn. safety feature (@# to remove Ivory Gar- 
ar goyle from the game), the Gargoyle 

: won't be a liability for its controller 
even when your opponent plays 
Y Stormbind and prevents you from 

; A\e drawing by killing the Gargoyle. 


Green/White Armageddon. Of 
all the strategies dominant at 
the time of Alliances'’s release, 
green/white Armageddon decks 
were dealt the biggest blow by 
__ the addition of the card Dystopia. 

"Dystopia can kill most of the deck’s 

-4 permanents, including its creature- 
“based mana, and Armageddon is ineffec- 
tive to stop it since it requires no mana for 
; “upkeep. However, assuming that with multiple slots 


j svcted to Disenchant and Tranquility, the green/white player 


is willing to take the chance, A//iances has some promising cards 
for this deck type. 

Elvish Spirit Guide can speed up green/white Armageddon: 
with no land in play, the Spirit Guide lets the green/white 
player put out an elf, and with just one forest, the Spirit Guide 
allows for a first-turn Whirling Dervish against Necro. Deadly 
Insect is also a strong addition to green/white, providing a 
higher-powered, lower-cost substitute for Autumn Willow. In 
the white suite, the single-color cards like 
Scars of the Veteran, Inheritance, and 
perhaps even Ivory Gargoyle fill out the 
green/white arsenal. 

The Gargoyle, of course, probably 
belongs in a new breed of green/white 
decks with fewer creatures and more 
global destruction, perhaps similar to 
George Baxter's green/white Titania's 
Song—Armageddon deck, which used 
multiple Wrath of Gods. The typical 
green/white deck may fear Wrath’s 


ability to take out so many of its offen- 
sive cards, but the new post-A/liances 
green/white deck may have little to fear 
from it. 


Red/Green Erhnam ’n Burn ‘Em. Again 
thanks to Dystopia, the green element 
of another dominant deck type has 
suffered with Alliances. Despite this 
setback, red/green decks can now use 
twelve instant-speed, direct-damage cards, and that’s in addi- 
tion to Stormbind. The newest direct-damage instant, Guer- 
rilla Tactics, also provides protection against discard. 

Even more significant is the addition of Pillage for heavy- 
red—burn decks. The versatility of land and artifact destruction 
has become extremely important with the advent of Kjeldoran 
Outpost and Thawing Glaciers, and only red has the ability to — 
deal with both in one card: Pillage and its bigger rd” 
cousin, Jokulhaups. Although Pillage is a sor- 
cery and costs a relatively steep D@@, in _. 
a heavy-red deck the benefits will most | 
likely outweigh the drawbacks. With 
Pillage, a red/green deck can now 
have eight land-destruction spells / 
without sacrificing any of its 
artifact-destruction slots. 

Rogue Skycaptain also de- 
serves some mention for red/ 
green burn and critter decks. 
With sufficient land destruction, 
your opponent may not have the 
mana to hang onto Skycaptain if she 
finally gets control of it. In that case, a 
3/4, Dystopia-proof flyer for three mana INS 


is a combat creature worth considering. Pe nk 


Force of Will and Arcane Denial 
deserve to be staple cards in traditional blue/white permis- 
sion decks, particularly ones that win through library deple- 
tion. By giving blue the power to counter any spell with 
either one or no blue mana, Alliances has changed the 
accepted strategies both for and against blue/white. And if 
you're playing blue/white Millstone, Arcane Denial’s draw- 
back (allowing your opponent to draw two cards) is a benefit 
rather than a disadvantage. 

Lim-Dil’s Vault is also worth watching for in this deck 
type. With just a touch of black, easily had through the allied 
lands in blue, a blue/white lock deck can use Lim-D&l’s Vault 
to help set up combinations or get to specific cards like Bal- 
ance or Zuran Orb. 


Blue/White Permission. 


Development of New Strategies 


The most famous A//iances-inspired deck to date is the Turbo- 
Stasis deck, an offensive Stasis deck that first generated a huge 
amount of interest after the U.S. National Championships. 
Three of the four Turbo-Stasis entrants to the tournament 


made the Top 16 and two made the Final 4. The exact function- 
ing of Turbo-Stasis is by now no secret, but it’s worth pointing 
out the Alliances cards that have made the 

strategy as successful as it is: Lim-Dial’s 
Vault, to set the combos up faster; Force 
of Will, to counter dangerous spells 
without spending mana; and Arcane 
Denial, to counter spells with just one 
blue mana, critical given the impor- 
tance of blue mana for maintaining 
Stasis. The deck that was used to win 
the championships, Dennis Bentley's 
unconventional Necrodeck, made 
possible by Dystopia, is also worth 
considering as a new strategy to 
emerge from Alliances. 

Enterprising players will discover still other strategies. 

~»_ Mono-red blast is one such strategy to watch for, 
. ., as Alliances has made it extremely viable. 
Guerrilla Tactics provides four more 
y instant-speed direct-damage cards; 
N “ .* Pillage rounds out land destruc- 
y \ tion to twelve spells (with Strip 

*\8 ‘Mine bringing the total land 
‘destruction count up to six- 
( teen); Rogue Skycaptain and 
}.»‘Storm Shaman make for two 

: solid creatures for the deck; 
, §. y Agent of Stromgald gives the 
> “deck more color flexibility (useful 

‘for including Dystopia in the 
¥ sideboard); Jokulhaups and Disks 
‘give the deck a “reset button”; and 
Lédestone Baubles prevents your 
’ _*+ .. Opponent from drawing anything useful 

> = ” while taking damage from creatures. 

Some players have been investigating new recursion strate- 
gies with Soldevi Digger, trying it in combination with Browse or 
Thought Lash. The Browse-burn deck, for one, does seem to 
work. Once it gets going it can counter everything the oppo- 
nent does while Bolting him or her every turn (or, in an even 
more interesting version, using a Jester’s Cap every turn). Oth- 
ers are looking for ways to build strategies around Storm Cauldron. 
Still others are toying around with mono-black, non-Necro 
discard decks centered around Pox and multiple Mind Warps 
powered with the Lake of the Dead. 

The collective brain trust of the Magic tournament commu- 
nity has been reinvigorated with A//iances, and I fully expect to 
see more and more new strategies created and more old strate- 
gies revisited. With all of the predictions and analysis surround- 
ing Alliances, one thing is certain—it’s an interesting time to be 
playing tournaments again. @ 


Robert Hahn attends law school at NYU and spent the summer 
working at one of those big-time law firms in Manhattan (you 
know the ones). We'll admit to calling him there a couple times just 
to hear his secretary answe? the phone. 
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The Zhalfirin 
soldiers are hot, 
despite the cooling 
effects of their 
enchanted lizard- 
skin armor. 

The march across 
the Mtenda Plains 
was hard—goatherders had scattered before them 
as though the soldiers were tigers on the hunt, and 
each of them had felt the pang of regret that it had 
come to this. Even a herder could recognize the 


A. SABERTOOTH COBRA 
by Andrew Robinson 


face paints of war. 

Now the soldiers push through the Uktabi 
Jungle, wary of drawing attention to themselves— 
from the thunderous canopy dragons to the 
mysterious maro, the jungle is filled with preda- 
tors. And as their commander, Sidar Jabari, 
recently said,“‘Kaervek’s troops are the prey that 
hunt us now.” 

But then the dense undergrowth falls back and 
the Zhalfirin soldiers fall into the sun again to 
make their camp. Griffins wheel in the distant sky, 
hunting their last meal before sunset. A herd of 
elephants walks lazily past the encampment, 
bound for its secret clearing. And a lone lion, its 
mane matted but noble still, rests. in the shade 
nearby, watching the soldiers clutch their charms 
in prayer. The beast will not look away, ahd this 
makes the soldiers nervous. They do not wish to be 


held in the fion’s eye—but that, of course, is where - 


all war takes place, ~ 


AUFINa EorTUNE By D: Alexander Gregory 
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[ JE FELCOME TO JAMURAA, a land of dragons, golems, 
4 / \/ and legends. This is the setting for Mirage, Wizards of 
VV the Coast’s ninth expansion for Magic: The Gathering, 
containing more than three hundred new cards. 

As the second standalone for Magic, Mirage has a tough act to 
follow: Ice Age, the first standalone, was a popular set, allowing for a 
variety of different deck-construction approaches and tournament 
types. To meet that same goal, Mirage offers a number of different 
approaches for changing the traditional Magic environment: cards 
that provide options, top-of-the-library effects, variations of known 
themes, flanking, phasing, and a stronger emphasis on creatures. 


A Diversity of Creatures 

“Mirage started under the name Menagerie in 1993,” says Bill Rose, 
who, along with Joel Mick, Charlie Catino, Don Felice, Howard 
Kahlenberg, and Elliott Segal, co-designed the new set. “As players, we 
really liked a more creature-heavy environment, so there’s a higher 
percentage of creatures in Mirage”—fifty percent to Ice Age's forty- 
two percent. 

Some creatures in Mirage introduce the new abilities flanking and 
phasing, both of which add a new dimension to combat. Flanking 
in particular was created to get away from creatures that do little 
other than straightforward attacks. 

“The idea comes from the military thinking of wargames, espe- 
cially Napoleonic [ones],” says Rose. “If you have two massive 
armies, the cavalry usually tries to go around—to flank the enemy.” 

Phasing is a little more complicated. Rose points out that crea- 
tures’ disappearing and reappearing every other turn will be power- 
ful in constructed-deck settings. 


vrden and Heat oF tHe Day 

Some concepts didn’t make it from the design and development 
stages into the final set. “We had creature classes at one point: ani- 
mals, humans, dragons,” Rose says, “and cards that affected them, but that 
didn’t work out because it simply wasn't compatible with Magic. We 
also had a lot of poison in the set. But if you do poison, it’s hard to do 
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much of anything else. So we cut poison, which players had seen 
before, for flanking and phasing, both of which were new.” 

Some individual cards had to be reworked as well. “Hall of 
Gemstone, which was originally called Second Sight,” Rose 
explains, “used to have very different powers. You named the 
top card of your library whenever you were going to draw a 
card. If you were right, you took another card; if you were 
wrong, you had to put it back. Combined with cards that let 
you see what's next in your library [like Sylvan Library or 
Mirage's Preferred Selection], it became too good.” 

“We tried a mass-destruction card in red—3 @@, destroy- 
ing everything: all cards in play on both sides, both players’ 
hands, and both graveyards,” Rose says, “but we pulled it when 
[Ice Age’s| Jokulhaups came out.” 

Mark Rosewater, who worked on the development of 
Mirage, notes that this isn’t out of the ordinary. “Actually, the 
most common thing that happened during the development 
cycle,” he says, “is that we'd get cards that were a little too 
powerful or in the wrong color. And we'd argue about ‘Is this 
really the right flavor?” 


EvervtHine wnber THE Our 
A number of cards in Mirage have an effect that moves a card 
from one location (like a player’s hand or in play) to the top of a 
player’s library. Furthermore, one card in each color allows a 
player to search his or her library and place a particular card 
type on top of that player's library. “We liked Demonic Tutor,” 
Rose recalls, “but realized it was too powerful. So we thought 
of a limiting factor—not quite getting them to your hand but 
instead to the top of your library, so they cost you a draw.” 

Additionally, Mirage offers players a choice of how to play 
some of their cards: each color contains a charm, which allows a 
player to choose from one of three different effects when that 
player casts the spell. 

And then there are the cards that can be played as either 
enchant creatures or an instants. “There’s plenty of strong stuff 
in Mirage for power gamers,” says Rosewater. 


Weavine Lore 
Pete Venters, who works in Dominia Continuity, the depart- 
ment responsible for the flavor and back story of Magic, 
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acknowledges that Magic has 
not had much ethnic diversity 
in the past. Mirage provided 
an opportunity to correct that. 

“I was walking past an 
African art shop and there 
was a painting in the window 
of a Nubian guard at an Ara- 
bian temple, and the dress was 
very different from anything 
I'd ever seen. It was the look 
of Mirage,” Venters says. “We 
tried to give the set an 
African feel through the char- 
acter and card names, the look 
of the art, and the voices of 
the characters. 

“We didn’t want a ‘tribes- 
man’ set—loincloths and the 
like,” he says. “We wanted a 
sophisticated society that re- 
flected the magic available in 
the world.” 

Perhaps the most signifi- 
cant addition of magic to the 
Jamuraan setting is the reflec- 
tion of phasing in the Mirage 
story, including the long-term phasing of Teferi’s Isle, the home 
of one of the central characters (see “A Who’s Who Guide to 
Mirage,” on p. 63). 

“We designers tried to build a story that would explain the 
game mechanics,” Rose says. “And we wanted off-color magic. 
We wanted to get away from ‘red fights white, which fights 
black, which fights...’ and to have colors that normally don’t 
work together to interact.” 

Both the story and the card abilities reflect that off-color 
magic approach: approximately twenty cards interact with off- 
color casting costs and abilities, and the primary characters in 
the story move along different lines of alliance than “color.” 


- reaction that word causes, 


_ 


My The Mox Crystal. For 0 casting cost, it provided you with 
totagtartoly mana any time you tapped it; however, if any other player played 


; dnother, Mox. Crystal, yours would be buried, 


Unfortunately, Moxes are not really favorites of the developers in Wizards of; 
the Coast’s Research and Development.“‘The Mox Crystal wasn’t well-received,” 
Bill Rose, co-designer of Mirage, admits.‘‘So we yanked it from the set” 

So what took its plate on the rare sheet? The Lion’s Eye Diamond, a0 casting 
cost artifact that, when sacrificed, provides you with three mana of se one. 


color. Sound familiar? 
““it’s a Black Lotus... with a catch,” Rose says. —M.G.R. 
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fever there was ever a word in Magic that could inspire 
collecting fever, that word is “Mox.” And players were 
7 7% tiearly treated to’a sixth Mox in Mirage—if only for the 
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A RAGING SPIRIT by Scott Fischer 


“At about the same time as the designers were working on 
that,” Venters continues, “a thread appeared on the Internet 
about flavor text. It pointed out that a lot of flavor text just didn't 
have any meaning outside its set-—it was tied too closely into the 
stories. So we tried to build a theme set that simply built the 
world, gave you hints about it, and let you build the rest your- 
self... very much like the basic set.” 

All in all, nearly forty characters speak in the Mirage flavor 
text, some of them only once, some of them many times. From 
merchants to soldiers to herders, each character adds perspec- 
tive to the continent of Jamuraa and the three nations that 
struggle for harmony within. 


Tue Lions” Pride 
Unlike parents who draw no distinction 
between their children, the designers, 
developers, and artists of Mirage admit to 
having favorite cards in the set-—though 
sometimes for quite different reasons. 
Which cards are their favorites? 
“Polymorph,” Rose says with certainty. 
“It’s such an uncertain card [a sorcery 
} that buries a creature, then allows that 
creature's controller to replace that crea- 
ture with the next one in his or her 
library]. You never know what you're 
going to get.” 
And Rose clearly has a preference for 
: 3” cards with unpredictable outcomes. 
= ss. Illicit Auction ranks as another of his 
aes favorites. It forces players to bid life for a 


THe Maes oF tHe 


Some cards in Mirage are loaded’ with 
trivia. Using the card list on pp. 64-65, 
can you guess which cards are 
described below? 


|. This card, first designed for Mirage, 
used to be a 0 casting-cost counter- 
spell that only required the caster to 
have an island in play to use it. 


2. This black card was originally called 


“Damien's Cry,” after co-designer 
Bill Rose'showling cat. 


3. This character's name (which 
appears as part of multiple card 
names) is an “anagram.” 

4. This card’s name is the original 
name for Ancestral Recall. 


5. One of the designer’s of Mirage was 
dubbed “Mr, Toilet.” Which card is a 
take-off on this name? 


r 


SEINE 


SKULKING GHOST by Robert Bliss > © 


BONUS QUESTION: The character 
Jolrael (named on Jolrael’s Centaur) 
actually appears 6n thisenchant- ~~ 
creature card from Legends and 
Fourth Edition. 
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can take flying away from it; you can make it 
phase out. It’s like a Blinking Spirit that 
doesn't return to your hand. Your opponent 
can't get rid of it without killing it multiple 
times.” 

“And don’t forget Final Fortune,” Rose 
adds. “Players want Time Walk? Well, here 


it is... sort of.” 


Both Type I and Type II tournaments 
should see changes with the arrival of 
Mirage; with this new standalone replacing 
Ice Age as the fair-weather friend to Type II 
and with Fifth Edition just around the bend, 
players will need to be on the lookout for 
new and challenging combos. 

“The changes between Fourth Edition and 
Fifth Edition will make a big difference [to 
Type II play],” Rose says. “Mirage won't be 
able to fill all of the gaps, but it should do a 


target creature; the player who bids the most life loses that life but 
gains the creature. “People will have to learn how to play this 
card,” Rose notes. 

Dragons, which are highly prevalent in the set, pull a lot of 
weight with both Rose and Rosewater. Rose cites Volcanic 
Dragon, a 4/4 flying creature that is unaffected by summoning 
sickness, as a potentially superior card to Shivan Dragon. And 
Rosewater points out the nearly unkillable Mist Dragon. “I 
really wanted a creature that could phase itself,” he says, “and 
that’s what the Mist Dragon does. You can give it flying; you 


pretty good job.” 

And what about Type I? “As someone said the other day,” 
Rose notes, “Type I is the ability to find all the broken cards in 
Magic and put them together. So I imagine we'll have a few 
Type I cards.” 

But exactly which cards? 

Both Rose and Rosewater just grin. @ 


Best known for his Magic short stories, Michael G. Ryan 1s a 
freelance writer and an editor for Wizards of the Coast. 


SENG THrOUGH 
IAirace 


jot since Arabian 
Nights has a 
34 ‘Magic expansion 
ets such an identifiable 
Mirage 7 ssa world as Mirage does. 
Sen ee Extraordinary and exotic 
animals, creatures, and people, combined with 
bold design and splashes of earthy colors make 
the world'of Jamuraa no mere mirage. Obviously, 
the artists took great pains to make Mirage 
unique, to make it reflect the world that it, 
depicts: But someone else needs to get credit 
for this vision, and that someone is 38 pared 
Sue Ann Harkey. * 

Former art director for Everwayand a pearih 
of the publishing field; Harkeytook over as‘art 


director for Magic: The Gathering inDecember, 


1995. Mirage is the first Magic expansion she 


with Nig she exh ‘Twas trying-out new 
artists, 0 in some respects ic was abit ofa grab 
bag.But overall.’ mepléased.” 

Getting workable art for a Magic expansion is 
a complex process. First, Research and Develop- 
ment writes an art description based on the card 
name and mechanics;then it goes through 
Dominia Continuity to’get the right flavor. That's 
when Harkey gets the description and couples 
the right artist with the right’piece. “That can be 
the most difficult part,” says Harkey,“but!think 
| was successful... | gave Final Fortune to. 
D.Alexander Gregory because itwas.a gory. 
piece,and he hates doing gory beg dona’ 
he'd make it look beautiful.” ; 

Onte tn artisasSiodee acs submit 
sketches for approval by-different departments, 
with Harkey having final approval. Sometimes the 
paintings are unusable, and sometimes they 
require a bit of juggling so that art better-fits 
the card. For example, Vigilant Martyr originally 
portrayed a female, but in some foreign languages 
a female martyr translates toa different word 


A. Donato Giancola’s VILLAGE ELDER ~~.» 
pepe captures the essence of Mirage: 


Kas Uae Me ob na Benes dood vnes dbase agnbs cnnnscengipe + sels sap has on¥ts wpb dpons Oe 


‘Bigs on some foreign-language cards. To avoid ® a 


this, Vigilant Martyr's art wasigiven to Healing 
“Salve, Elixir of Vitality got the Salve's art,and 
Vigilant Martyr ended up with the art originally 
assigned to the Elixir. : 

Harkey looks forward to future expansions, 
and though she thinks Mirage was asuccess, 
she feels she will do better in the future:Is shea 
perfectionist? Perhaps;but one thing is certain: 
her dedication and love for her job means we 
can look forward to more astounding artwork * 
for Magic. —Melody Alder 
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A Tew Besinnine 
Mirage opens the newest chapter in the saga of Dominaria. The 
ice age is over, and the land is recovering from the terrible cold 
and darkness. But new powers and perils are being awakened as 
well. Mirage contains over 330 spells to aid planeswalkers in 
their quest for knowledge and power. The sheer volume of 
spells means that every wizard, no matter what color he or she 
favors, will find something new and interesting to work with. 
The larger size of Mirage also means that you can dig deeper to 
find subtler strategies and grander themes. 

Mirage was designed to be played as a stand-alone expansion (Ice 
Age has been the only other standalone). To maintain playabil- 
ity and balance Mirage borrows from the past, meaning that 
veteran wizards will recognize many of the spells and be com- 
fortable playing them. 

Some returning spells are exact duplicates of previous spells. 
Where would a white wizard be without Disenchant or a black 
wizard without Dark Ritual? But be 
prepared for some of your old favorites 
to come back in strange conditions, as 
though the sudden warming of Mirage 
after the cold of Ice Age had warped 


them somehow. 


RazAar 


oF tne Bizarre: 
_Heitte are some of our favorite cards from Mirage. 


BY JULIE 
D ANGELO 
AND 


biggest and best were phased out, you could lob a Wrath of 
God on to the table. All the creatures that were phased out 
would not be affected and would come back the next turn. Your 
opponent, on the other hand, will be left mostly defenseless. 
Because of the twisted nature of phasing, this power is almost 
exclusively reserved for blue wizards. 


Ovutmanevvered 

Phasing is not the only new ability in Mirage. Weenie-creature 
decks get a boost with the new ability called flanking. This abil- 
ity is generally given to small, fast creatures, putting larger crea 
tures at a disadvantage. Whenever a creature without flanking is 
assigned to block a creature with flanking, the blocking creature gets 
—1/-1 until end of turn. This means a blocking creature is both 
easier to kill and less dangerous in combat. A 1/1 blocking creature 
will actually die before dealing damage! 


Winds oF (Hane 

In addition to new abilities, Mirage con- 
tains some entirely new types of spells, 
many designed to give wizards more 
options. For example, each color has a 
versatile charm. Charms give you the 


Hakim takes © A choice of one of three very different 
Time and Time Again fan from Mees Ce a effects. For example, Seedling 
Wizards go around poking into things leh Charm from green’s arsenal of 
that no one should know when they bute zis Be thie Beri 615, <i spells lets you either return a 


start messing around with time. But 
time doesn't like to be fooled with, and 
phasing is the result. Creatures, arti- 
facts, and lands with the ability of 
phasing cycle through being in play for 
one turn and being out of play (“phased 
out”) for the next. Imagine if you could 
make your opponent's largest creature 
just go away for a turn while your 
hordes of creatures attack at full force. 
Well dream no longer and look out 
for Teferi’s Curse, which gives any 
creature, artifact, or land the ability 
of phasing. 

Having your own creatures phase 
can also work to your advantage. For 
instance, if you had a field full of crea- 
tures that phased, then when the 
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creature enchantment to _ its 
owner's hand, regenerate a green 
creature, or give a nonflying crea- 
ture trample until the end of the 
turn. As an instant, it is surprising 
as well as flexible. 

There are also spells that can be 
played either as instants, or as normal 
creature enchantments. If you play these 
spells as instants they get buried at the 
end of the turn. If you play them as nor- 
mal enchantments they continue to 
protect or enhance your creature. For 
example, Ward of Lights gives a creature 
protection from the color of your choice, 
making it useful either as a surprise for 
one turn or as a permanent effect. 

Then there are spells that do entirely 


unexpected things, such as Grinning Totem, which allows you to 
steal a spell from your opponent's library! Final Fortune gives 
you an extra turn, but plan its use carefully because you lose the 
duel if you fail to win during your extra turn. 

To really mix things up, Mirage offers several spells that go 
outside the traditional color boundaries for wizards. White wiz- 
ards gain three counterspell abilities, the most useful of which is 
Illumination. Illumination can counter any enchantment or arti- 
fact spell but gives the spell’s caster some life. Black wizards also get 
a counterspell, Withering Boon, but it costs them 3 life to cast in 
addition to mana. Green wizards get Unyaro Bee Sting, their first 
direct-damage spell, and black wizards get Phyrexian Tribute, 
another artifact-destroying spell. As if this were not enough, 
Mirage offers several multicolor spells that use opposing colors. 


QHAHOWS OF THE Pait 

For those wizards who have already decided upon a path, Mirage 
includes spells that support old strategies. Black wizards gain 
Choking Sands, a land-destruction spell that deals 2 damage if 
the destroyed land is a nonbasic one. They also gain a new dis- 
card spell, Stupor. Red wizards gain a plethora of direct-damage 
spells. Spitting Earth; Kaervek’s Torch, which costs extra mana 
to counter; and Volcanic Geyser, an X damage spell that can be 
used as an instant. Wizards who favor poison as a weapon now 
have the Crypt Cobra and Sabertooth Cobra at their command. 
And those who favor Black Vise or Cursed Rack will find the 
variations on these, Misers’ Cage and Paupers’ Cage, available 
for their amusement. 

Back at the beginning of history there were rare and powerful 
artifacts called Mox gems, one for each of the five colors, that 
would give their users appropriately colored mana. These gems 
didn’t cost any mana to create, so they were in high demand. 
Cousins of these gems can be found in Mirage. These new gems 
cost 2 colorless mana to create, but then they will perform the 
same kind of service as the old Moxes. And as artifacts they 
aren't affected by normal mana-destroying spells like Stone Rain 
or Flashfires. 


Visions of tHe Future 

The real strength of Mirage, however, lies not in the new phasing 
and flanking abilities or even in its support of core strategies, 
While Mirage offers variety sure to please any wizard, it also has 
amazing depth. It is in its depths that new strategies will form, 
and upstart wizards will claim victory over the old. 

Nearly a dozen new spells can be found in Mirage that will 
profoundly alter the way the game is played and knock many 
wizards for a loop. For example, Chaosphere lets flying creatures be 
blocked by any creature while nonflyers can only be blocked by 
other nonflyers. Bazaar of Wonders prevents any spell or effect 
from being used twice in a duel. And Cursed Totem prevents all 
creature abilities with activation costs from being used. With 
these world-changing spells, expect many exciting new deck 
designs to evolve from Mirage. 

So watch your back and don’t trust everything you see. You 
never know what’s real and what's just a Mirage. 


Julie and Stephen D'Angelo have been playtesting Magic since Ice Age. 
They both work as software engineers in Mountain View, CA. 
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erated Rashida’s village, leaving her the 


sole survivor. She swore to wipe dragons 
from Jamuraa and took the name Scale- 


for spinning epics, Hakim is Jamu- 
raa’s greatest storyteller. He travels 
Jamuraa on the back of a tame blue drake: 


:With a gift 


Dragons incin- 


bane after the family heirloom—a sword. Rashida has __ 
befeine 4 Thain hero leading an army of commoners. 


A firm believer in the right of Zhalfir to 


oe 


ah elite orders of knights. 


As a young priest,Asmira’s 


teatliers recognized prophetic qualities in her speeches, As 
y herreputation grew she became a welcome visitor at Man- 
pe court: But her recent doom-saying was ignoredyand 


" tionalist. Thus, Femeref was unprepared for 


their armies. 
Respected and feared in 


taking no prisoners. His success results 


cal displays; even the smallest ereaior, of protocol in his 
legions result in death. 


The only known planeswalker in Jamuraa, Teferi 


raid Jabari leads Zhalfir’s largest, experienced standing army, 


“rivals decried Asmira as a glory-seeking serisa- 
Kaeryek's invasion, The Council of Voices was _ 


“mysteriously slaughtered, and with its leader=. 
ship gone, Feméref looks to Asmira & lead 


from pure brutality rather than great tacti- 


continued his research in isolation until the day heand all the 
inhabitants of his island vanished from Dominaria. Returning 
many decades later to find his beloved land at war, he has cho- 
sen to stay out of the confrontation until necessary, 


‘Some two hundred years ago, after many 


, “years living in Corondor, Mangara came to Jamuraa. There he 
quickly used his understanding of politics and intimidation to 


ae ul n the Zhalfir, Suq’Ata, and Femeref to a state of precari- 
us pe 
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capture.As the war continues, Jolrael has 
questioned the wisdom of this alliance. _ 


arcane abilities, Kaervek has attempted 
to. dominate the Burning Isles for years. > 
But the presence of many powerful enti- 
ties has Jeft Kaervek a challenger rather 
than a rifer. Kaervek recognized that ~ 
Mangara’s presence endangered his 
__plans of domination within Jamuraa, 


This enigmatic mage has for centuries remained 
isolated ina series of palaces hidden in the Mwonvuli Jungle. 
Kaervek persuaded her that Mangara’s control of the human 
nations was the first step towards Mangara’s attempting to 
seize the Teferi’s Isle for himself and that she shouig aidin his 


a oa 


Naturally blessed with 


“and he twisted Mangara’s peace-making aisethipts 
» into a ae. a general amassing his army. 


¢ Captain of the Weatherlight, a rare flying galleon, 


Sisay has journeyed far, learning about the world. 
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For your convenience, we've listed Mirage cards in alphabetical order by color. 
Non-land Mirage cards are printed on three sheets of 110 cards: common, 
uncommon, and rare. The projected average distribution for a Mirage starter is 
3 cards from the rare sheet, 11 cards from the uncommon sheet, and 24 cards from 
the common sheet. The projected average distribution for a Mirage booster is 1 
card from the rare sheet, 3 cards from the uncommon sheet, and 11 cards from the 
common sheet. Actual distribution may vary. 


[GBT Aaantitact BaBiack GeGreen Leland M= Multicolor R=Red U=Blue WeWhite 


© 1 Acidic Dagger A Artifact Stuart Beel Rare ? © 81. Urborg Panther B Summon Night Stalker — Cliff Nielsen Common 
© 2 Amber Prison A Attifact Donato Giancola Rare : © 82 Wall of Corpses B Summon Wall Gary Leach Common 
OQ 3 AmuletofUnmaking A Artifact Kaja Foglio Rare ? © 83 Withering Boon B Interrupt Robert Bliss Uncommon 
QO 4 Basalt Golem A Artifact Creature Scott Kirschner Uncommon : (© 84 Zombie Mob B Summon Zombies Terese Nielsen Uncommon 
© 5 Bone Mask A Artifact D. Alexander Gregory Rare ? © 85 Afiya Grove G Enchantment Stuart Griffin Rare 

© 6 Charcoal Diamond A Artifact Drew Tucker Uncommon : (© 86 Armor of Thoms G Enchant Creature Alan Rabinowitz Common 
© 7 Chariot of the Sun A Artifact Gerry Grace Uncommon : () 87 Barbed Foliage G Enchantment Mark Poole Uncommon 
© 8 Crystal Golem A Attifact Creature Mike Dringenberg Uncommon ? © 88 Brushwagg G Summon Brushwagg —_lan Miller Rare 

© 9 Cursed Totem A Attifact D. Alexander Gregory Rare $ © 89 Canopy Dragon G Summon Dragon Alan Rabinowitz Rare 
O10 _Elixir of Vitality A Antifact Douglas Shuler Uncommon : © 90 Crash of Rhinos G Summon Rhinos Steven White Common 
© 11 Ersatz Gnomes A Attifact Creature Ron Spencer Uncommon : © 91 Cycle of Life G Enchantment Chippy Rare 

© 12 Fire Diamond A Attifact Richard Thomas Uncommon : {) 92 Decomposition G Enchant Creature Drew Tucker Uncommon 
© 13 Grinning Totem A Artifact Donato Giancola Rare 3 © 93 Early Harvest G Instant Janine Johnston Rare 

© 14 Horrible Hordes A Artifact Creature lan Miller Uncommon : (© 94 Fallow Earth G Sorcery Janine Johnston Uncommon 
© 15 Igneous Golem A Artifact Creature Adam Rex Uncommon : () 95 Femeref Archers G Summon Archers William Donohoe Uncommon 
© 16 Lead Golem A Artifact Creature Hannibal King Uncommon : © 96 Fog G Instant Harold McNeill Common 
© 17 Lion's Eye Diamond A ~ Artifact Margaret Organ-Kean Rare ; © 97 Foratog G Summon Atog Mark Poole Uncommon 
© 18 Mana Prism A Artifact Margaret Organ-Kean Uncommon : © 98 Giant Mantis G Summon Mantis Randy Gallegos Common 
© 19 Mangara’s Tome A Astifact John Bolton Rare : © 99 Gibbering Hyenas G Summon Hyenas Una Fricker Common 
© 20 Marble Diamond A Artifact Jeff Miracola Uncommon: 100 G Summon Wizard Dan Frazier Common 
O 21 Misers’ Cage A Astifact Jeff Miracola Rare ¢ © 101 Hall of Gemstone G Enchant World David A. Cherry Rare 

Q 22 Moss Diamond A Artifact Donato Giancola Uncommon : (© 102 Jolrael's Centaur G Summon Centaur Junior Tomlin Common 
G 23 Patagia Golem A Attifact Creature Scott Kirschner Uncommon : [J 103 Jungle Patrol G Summon Soldiers Mark Poole Rare 

© 24 Paupers’ Cage A Artifact Mike Kimble Rare : © 104 Jungle Wurm G Summon Wurm Tom Kyffin Common 
© 25 Phyrexian Dreadnought A Artifact Creature Pete Venters Rare $ © 105 Karoo Meerkat G Summon Meerkat Janine Johnston Uncommon 
O 26  Phyrexian Vault A Artifact Hannibal King Uncommon  : (4 106 Locust Swarm G — Summon Swarm William Donohoe Uncommon 
© 27 Razor Pendulum A Artifact Zak Plucinski Rare : © 107 Lure of Prey G Instant Andrew Robinson Rare 

© 28 Sand Golem A Artifact Creature John Matson Uncommon : (© 108 Maro G Summon Nature Spirit Stuart Griffin Rare 

© 29° Sky Diamond A Artifact D. Alexander Gregory Uncommon : © 109 Mindbender Spores G Summon Wall lan Miller Rare 

5 _30_Teeka's Dragon A__ Artifact Creature Liz Danforth Rare ? © 110 Mtenda Lion G Summon Lion Stuart Griffin Common 
© 31 Telim’Tor's Darts A Antifact Kevin Walker Uncommon ; © 111. Natural Balance 6 John Malloy Rare 

© 32. Unerring Sling A Artifact Zak Plucinski Uncommon : © 112 Nettletooth Djinn G Summon Djinn Janine Johnston Uncommon 
© 33. Ventifact Bottle A Artifact Ron Spencer Rare ? © 113 Preferred Selection G Enchantment Kevin Walker Rare 

© 34 Abyssal Hunter B Summon Hunter Steve Luke Rare : © 114 Quirion Elves G Summon Elves Randy Gallegos Common 
© 35 Ashen Powder B Sorcery Geof Darrow Rare } © 115 Rampant Growth G Sorcery Pat Morrissey Common 
© 36 Barbed-Back Wurm B Summon Wurm Gary Leach Uncommon $ © 116 Regeneration G Enchant Creature Charles Gillespie Common 
© 37 Binding Agony B Enchant Creature Robert Bliss Common : © 117 Roots of Life G Enchantment Tony Roberts Uncommon 
© 38 Blighted Shaman B Summon Cleric lan Miller Uncommon ? © 118 Sabertooth Cobra G Summon Cobra Andrew Robinson Common 
© 39. Bone Harvest B Instant Greg Simanson Common : © 119 Sandstorm 6 Instant Mike Kimble Common 
© 40 _Breathstealer B Summon Night Stalker Cliff Nielsen Common ; 120 Seedling Charm G _ Instant Stuart Griffin Common 
© 41 Cadaverous Knight B Summon Knight Dermot Power Common : © 121 Seeds of innocence G Sorcery Junior Tomlin Rare 

© 42 Carrion B instant Geof Darrow Rare i © 122 Serene Heart G Instant D. Alexander Gregory Common 
© 43 Catacomb Dragon B Summon Dragon David O'Connor Rare $ © 123 Stalking Tiger G Summon Tiger Terese Nielsen Common 
© 44 Choking Sands B Sorcery Roger Raupp Common © 124 Superior Numbers G Sorcery Geof Darrow Uncommon 
© 45 Crypt Cobra B Summon Cobra Ron Spencer Uncommon } © 125 Tranquil Domain G Instant D. Alexander Gregory Common 
© 46 Dark Banishing B Instant Dermot Power Common ? © 126 Tropical Storm G Sorcery Richard Kane Ferguson Uncommon 
© 47 Dark Ritual B = Mana Source John Coulthart Common $ © 127 Uktabi Faerie G Summon Faerie Junior Tomlin Common 
© 48 Dirtwater Wraith B Summon Wraith Steve Luke Common $ (© 128 Uktabi Wildcats G Summon Wildcats John Matson Rare 

O 49 Drain Lite B_ Sorcery Richard Kane Ferguson Common ? © 129 Unseen Walker G Summon Dryad Alan Rabinowitz Uncommon 
© _50_Dread Specter B_ ‘Summon Specter Kathryn Rathke Uncommon, © 130 Bee G Pat Uncommon 
© 51 Ebony Charm B Instant Gerry Grace Common : © 131 Village Elder G Summon Druid Donato Giancola Common 
© 52 Enfeeblement B Enchant Creature John Bolton Common : © 132 WaitingintheWeeds G Sorcery Susan Van Camp Rare 

© 53 Feral Shadow B Summon Night Stalker Cliff Nielsen Common ? © 133 Wall of Roots G Summon Wall John Matson Common 
© 54 Fetid Horror B . Summon Shade Gary Leach Common ; © 134 Wild Elephant G Summon Elephant Junior Tomlin Common 
© 55 Forbidden Crypt B Enchantment D. Alexander Gregory Rare } 2 135. Worldly Tutor G Instant David O'Connor Uncommon 
© 56 Forsaken Wastes B Enchant World Kevin Walker Rare $ © 136 Bad River L Land Terese Nielsen Uncommon 
© 57 Grave Servitude B Enchant Creature Adrian Smith Common $ © 137 Crystal Vein L Land Pat Morrissey Uncommon 
© 58 Gravebane Zombie B Summon Zombie Gary Leach Common ? © 138 Flood Plain L Land Pat Morrissey Uncommon 
© 59 Harbinger of Night B Summon Spirit Tom Kyfttfin Rare ? © 139 ForestA L Land Tony Roberts Land 

© 60 _Infemal Contract B Sorcery Roger Raupp Rare : © 140 ForestB lL _Land Tony Roberts Land 

© 61 Kaervek's Hex B Sorcery lan Miller Uncommon : £ 141 Forest Ls Land Tony Roberts Land 

O 62 Mire Shade B Summon Shade Randy Gallegos Uncommon : © 142 Forest D Lt Land Tony Roberts Land 

63 Nocturnal Raid B Instant John Matson Uncommon : () 143 Grasslands L Land John Avon Uncommon 
© 64 Paintul Memories B Sorcery John Coulthart Uncommon : () 144 Island L Land Douglas Shuler Land 

© 65. Phyrexian Tribute B Sorcery John Matson Rare : © 145. Island L Land Douglas Shuler Land 

Q 66 Purraj of Urborg B Summon Legend John Matson Rare ? © 146 Island L Land Douglas Shuler Land 

© 67 Ravenous Vampire B Summon Vampire John Bolton Uncommon : © 147 Island Ll Land Douglas Shuler Land 

© 68 Reign of Terror B Sorcery Gary Leach Uncommon ? © 148 MountainA L Land John Avon Land 

© 69 Restless Dead B Summon Skeletons Jan Miller Common : © 149 Mountain B L Land John Avon Land 

© 70 Sewer Rats B Summon Rats Martin McKenna Common : © 150 Mountain C t___Land John Avon Land 

© 71 Shadow Guildmage B Summon Wizard Mike Kimble Common = © 151 Mountain D Ll Land John Avon Land 

© 72 Shallow Grave B Instant John Coulthart Rare ? © 152 Mountain Valley L Land Kari Johnson Uncommon 
© 73 Shauku, Endbringer 68 Summon Legend Pete Venters Rare ? © 153 PlainsA lL Land Tom Wanerstrand Land 

© 74 Skulking Ghost B Summon Ghost Robert Bliss Common : © 154 Plains B Ls Land Tom Wanerstrand Land 

© 75 Soul Rend B instant Jeff Miracola Uncommon : 1 155 Plains C L © Land Tom Wanerstrand Land 

© 76 Soulshriek B Instant John Bolton Common ? © 156 Plains D L Land Tom Wanerstrand Land 

© 77 Spirit of the Night B Summon Legend Cliff Nielsen Rare : © 157 Rocky Tar Pit L Land Jeff Miracola Uncommon 
© 78 Stupor B Sorcery Mike Kimble Uncommon $ © 158 SwampA L_ Land Bob Eggleton Land 

© 79 Tainted Specter B Summon Specter Chippy Rare ? © 159 SwampB Ls Land Bob Eggleton Land 

© 80 Tombstone Stairwell 8B Enchant World Dom! Rare : © 160 SwampC L Land Bob Eggleton Land 
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M_— Enchantment 
M Enchantment 
M Instant 
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M Summon Djinn 
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M Summon Efreet 
M_ Enchantment 
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JS GIORIOUS FUTURE DA INS FOR EV ERWAY,» 
BORN UNDER THE CARE OF RUBICON'GAMES. 


OUR Rs ccc vecccccscccccccscevccccsscceccccccoes Se eeeosecosccceseesesesesees 


A vibrant collage of beautiful images, rich symbols, The EverwAY Game Set and the beautifully illustrated 
and intense drama, EVERWAY™ takes you to exotic realms, Spherewalker™ Source Cards are available now at your 
right into the heart of breathtaking encounters favorite game store. And this fall, watch for the all-new 
with fortune and fate. The Fortune Deck, Spherewalker Sourcebook, filled with the fascinating settings, 


a unique set of thirty-six symbolic cards, mysterious legends, and colorful personalities that 
guides your way along the gatepaths. make up the thousand worlds of EVERWAY. 


The EVERWAY game line showcases the art of Doug Alexander 

Rob Alexander, Rick Berry, Janine Johnston, Scott Kirschner are leads of f Rubice on Games ic The Basa r 
Anson Maddocks, John Matson, Ian Miller, Dermot Power by Janine Johnston. © 1995 Rubicon Games, Inc All rights reserved 
Roger Raupp, Mark Tedin, and Amy Weber Rubicon Games, Inc., P. O. Box 2931, Seattle, WA 98111-2931 
as well as many other talented artists (206) 621-9179. <custservérubicongames .com> 


Ad designed by Amy Weber : 
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A Runner Kit for the Multideck 


by Jonathan Tweet 


Face it—a Runner’ life isn't easy. The Corp seems to know your 


every move, while keeping its own activities comfortably hidden. 


But that’s about to change. .. 


roteus contains cards that 
let you beat the Corp at 
its own game: secrecy. 
Hidden resources are 
played face down and 
trashed when used (sort of a 
delayed-action prep). They keep 
the Corp guessing about your 
capabilities, spending too much 
if it overestimates them or leay- 
ing itself open if it underesti- 
mates. Even if you never use a 
hidden resource, its mere pres- 
ence can cause the Corp to allo- 
cate bits, actions, and cards 
poorly. 
In Duelist #12, we set out the 
basic design of the “multideck,” 
a generalized deck for each side 


in Netrunner to help you 
explore and test new ideas. By 
adding a “kit” of specialty cards, 
you can modify the core to 
reflect a particular deck theme. 
The Runner’s core cards are 
listed below. 

Also shown below is a 
ten-card kit that uses hidden 
resources. Plug it into your 
Runner multideck and see how 
these cards work. Unlike most 
other card types, hidden 
resources have a weird critical 
mass factor: they lose their sur- 
prise value during repeat play 
against a single Corp player 
unless you have a variety of 
them. That’s why this kit 


The Runner Core 


‘ Hammer Corolla Speed Chip 
‘a Pile Driver 3 Livewire’s Contacts 
Shaka 3 Score! 
Raptor 7222 Speed Chip 
Loony Goon 2 Rigged Investments 
i Codecracker 3 Broker 
Cyfermaster™ 3 Short-Term Contract 
3 Jack ‘n' Joe Back Door to Hilliard 
Gideon's Pawnshop Fall Guy 
2 Temple Microcode Outlet | Baedeker’s Net Map 
2 The Short Circuit Force Shield 


The Hidden 
Resource Kit 


Airport Locker 
Death From Above 
Expendable Family Member 
Government Contract 

HQ Mole 

Liberated Savings Account 
R&D Mole 

Swiss Bank Account 
Time to Collect 
Wired Switchboard 
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The Hidden Resource Kit 


CARD ART BY RICK BERRY 
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contains ten different hidden 
resources, maximizing their 


effectiveness. 


The'@ards 


Swiss Bank Account and ) 
Liberated Savings Account 
get you bits that the Corp 
doesn’t know you have. Use 
these bits to break through 
thick ice, get a big link, or 
install a surprise icebreaker. 
Expendable Family Member 
lets you avoid a tag, while 
Wired Switchboard increases 
your link. Either can lure the 
Corp into a futile trace attempt. 
(Wired Switchboard and Back 
Door to Netwatch can also let 
you fly by tracing ice, with the 
added threat of bad publicity to 
worry the Corp.) You can 
switch out Fall Guy from your 
core deck because Expendable 


Family Member does the same 
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thing. Put in a bit-generating or card- 
drawing card in Fall Guy’s place. (One 
possibility is Chiba Bank Account, 
another hidden resource that produces 
bits for you.) 

Airport Locker installs a program 
from your stack during a run, and Goy- 
ernment Contract bypasses a piece of 
AP ice. Both of these help get you into a 
fort that the Corp thinks is solid. 

Use R&D Mole and HQ Mole to 
access extra cards when the Corp’s not 
expecting it. Choose HQ Mole when 
you suspect there is a lot of agenda in 
your opponent’s hand; R&D Mole is 
better late in the game, when your 
chances of pulling agenda are good. 
There's usually no reason to spend the 
extra money earlier. 

Death from Above lets you trash 
cards in a subsidiary data fort instead of 
accessing them, at a cost of two actions 
and a card. Use it to eliminate lucrative 
advertisements like Braindance Cam- 
paign, to dispose of potential traps, 
and to defeat that nasty Namatoki 
Plaza/Virus Test Site/World Domina- 
tion combo. 

Finally, Time to Collect can “clone” 
one of your favorite hidden 
resources by being trashed in the 
other's place. For example, Wired 
Switchboard and Time to Collect 
give you +6 link instantly. Airport 
Locker and Time to Collect put 
two new programs in play at a 
moment’s notice. You get the idea. 


The basic rule to keep in mind with 
hidden resources is that they have 
some value even when they’re just sit- 
ting there. When in doubt, get a hid- 
den resource in play and leave it in 
play. The Corp might spend more on a 
trace if it thinks you have Wired 
Switchboard. It might install 7 in the 
‘Face instead of TKO 2.0 if it thinks 
you have Government Contract. If 
you've got a choice between Livewire’s 
Contacts and Swiss Bank Account, 
resist the temptation to cash in the 
hidden resource. Capitalize on the 
uncertainty factor. & 


Jonathan Tweet gets paid to play games. 
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Picks 


and Tom Wylie 


Improving the Process... 
In the cutthroat world of twenty- 
first-century business competition, 
it is not enough to simply develop a 
better product. Planning effectively 
to thwart our opponents’ schemes— 
not to mention those of the runners 
—us vital for the edge we need. 
Good planning can also exploit our 
new array of traps and misdirection 
techniques, costing the Runner 
dearly while gaining him or her 
little benefit. 
Fetal Al and Red Herrings. Fetal Al 
is not only a research agenda but 
also an ambush that exacts a 
harsh penalty for unautho- 
rized access. It costs $¥ to 
steal Fetal AI, and the 
upgrade Red Herrings raises 
the total cost to ¥. If the 
Runner is low on bits and 
cards, we might safely 
install both cards and 
advance Fetal AI, even if 
we have no ice to protect 
it. In addition, the Runner takes 2 
Net damage from accessing Fetal 
AI, even if he or she cannot steal it, 
and accessing the card again that 
turn will inflict the damage again. 
Obfuscated Fortress improves 
this setup since the Runner will not 
necessarily anticipate paying for Red 
Herrings or Fetal AI and thus 
may commit insuffi- 
cient bits. At other Qptuscated Fortes 
times, the threat of 
these cards might force 
the Runner to factor 
them in when declaring 
how much to spend so 
that he or she burns bits 


ila = 


by Jonathan Tweet 


for nothing. The 
upgrade Bizarre 
Encryption 
Scheme is also 
amusing with 
Fetal AI since 
the Runner 
must return the agenda 
to its fort and would have to take 4 
Net damage to be certain of stealing 
it. If we have all three upgrades in 
our deck, the Runner will never be 
sure what's going on.... 

Edgerunner, Inc., Temps; Net- 
worked Center; and Corporate 
Downsizing. A clever manager can 
take advantage of resources that 
improve efficiency. With Edgerun- 
ner, Inc., Temps we can install the 
upgrade Networked Center and 
Corporate Downsizing (or any 3- 
difficulty Gray Ops agenda) 
together with a bonus action to 
install ice, a node, or whatever. Net- 
worked Center reduces the difficulty 
of the installed agenda by 1, so we 
can score it with our next two 
actions, for a total cost of ## and 
three cards. Systematic Layoffs can 
do this for %# and two cards, but this 
trick gives us an extra action to 
install another card and leaves Net- 
worked Center in play. 

We can gain a similar benefit 

from the combination 

Edgerunner, Inc., Temps; 
Weapons Depot (which 
reduces the difficulty of 
Black Ops agendas); and 
Corporate War. 

Obfuscated Fortress 
and Riddler. This com- 
bination makes a good 


support for decks that focus on 
attacking the Runner’s bit pool. 
Obfuscated Fortress makes the 
Runner decide at the begin- 


ning of a run how many bits (>>> 


to spend on that run. 
Riddler lets us buy any 
number of “3 End the 
run” subroutines, at a cost 
of ¥ apiece, when the 
Runner encounters it. 
The first time the Run- 
ner encounters this ice, 
he or she will not have 
anticipated the additional 
expense; later, if the Runner tries 
to deplete our treasury by devoting 
a lot of bits to the run, we can 
simply let him or her through and 
save our money. 

Siren and Rio de Janeiro City 
Grid. This is another way to sap 
the Runner's bits, through distrac- 
tion. We install Rio de Janeiro 
City Grid and protect it with lots 
of ice, then put Siren in there. 
Now the Runner can only run that 
fort until he or she destroys Siren. 
He or she will hopefully spend lots 
of bits fruitlessly breaking ice on 
the way in, since Rio has a one-in- 
six chance of ending the run each 
time the Runner passes rezzed ice 
on its fort. 

Marcel DeSoleil and Bolter 
Cluster. A simple way to force the 
Runner to spend bits, at little cost 
to us. If the Runner is unable to 
break Bolter Cluster or has insuffi- 
cient funds to break it repeatedly, 
Marcel can just repeat the “9 Do 4 
Net damage” subroutine until the 
Runner's brain is nice and crispy! 


...And Circumventing It 
The Corp always hopes to make 
Runners waste their time on thick 
ice or traps that keep 
them from getting at the 
goods. But clever Run- 
ners won't fall for that 
trick. There are plenty 
of ways for you to 
bypass the Corp's 
plans while costing it 
time and money. 


Remote Detonator and Shred- 
der Uplink Protocol. When the 
Corp lays on the ice, don’t break 
it—blow it up! Remote Detonator 
destroys all rezzed 

ice on a fort that 
J you've successfully 
} run, and Shredder 
Uplink Protocol lets 
you get through toa 
thickly iced HQ if the 
| Corp hasn't protected 
f | Archives. When HQ is 
= / iceless, you can use 
—J Remote Detonator with 

Private LDL Access to 

destroy all rezzed ice on R&D. 
Total Genetic Retrofit will remove 
all those tags you've built up. 

Pirate Broadcast and Viral 
Pipeline. Get a look at the Corp's 
plans and tell the 
world about —___ 
it! Viral | 
Pipeline will \ 
cause the \ 
Corp to lose 
an action each 
turn if you can 
put a virus 
counter in 
R&D, HQ, and 
Archives. Pirate 
Broadcast lets you run all those 
forts with just one action, and you 
score an agenda point in the 
process if successful. For extra 
benefit, use Karl de Veres, Corpo- 
rate Stooge to let you collect bits 
while you make all those runs. 

Krash and Personal Touch. 
Generic icebreakers like Krash 
have one big problem: they’re 
expensive to use, and the Corp’s 
already out to make you pay. But 
Personal Touch gives Krash +1 
strength, saving you ¥# almost 
every time you break ice (which 
will be often, since you 
can use it against any 


l 
/ type). i 
Jonathan Tweet and Tom 


R&D department. 


Wylie are drones in Wizards’ 


Death Yo-Yo 


The Corp techs must have been watching a lot of James Bond 
Movies when they came up with this one. A serrated yo-yo spins 
down on the Runner from above, sawing into his icon’s “skull.” 
The resulting virtual trauma produces brain damage. The Corp 
may choose to retract the yo-yo and redeploy it elsewhere. 


Panic Button 

Sometimes the best defense against larceny is to give the thief 
too many enticing options. In a desperate situation, the Corp 
floods its HQ with data from R&D, ready or not. The theory is 
that the Runner only has a limited amount of time in which to 
sift through things (i.e., can only access a limited number of 
cards), and so might miss valuable information. 


Please Don't Choke Anyone 

In the tradition of Deming, Juran, Peters, and Dogbert comes 
another management training course, this one designed to 
reeducate the more violent Customer Service reps. 


Armageddon 

This “virus” is actually a highly addictive video game. When the 
Runner prepares to run on the Corp’s R&D, she seeds the work- 
stations there with the game. Ideally, some of the technicians get 
hooked. The sloppy work that results hopefully means poor 
security measures and lots of exposed data to liberate. 


Runner Sensei 

The Runner acts as a sort of virtual sensei, training apprentices 
at a Runner “dojo.” All of the Runner's connections are routed 
through the dojo’s systems; if he is traced back, the students 
ambush whatever was following him. The bits the Runner gets 
are essentially tuition fees. 


Faked Hit 

The Runner frames the Corp for the deaths of some underworld 
figures, making it even less popular on the street. Of course, 
since the Runner isn’t good at that sort of thing, she has to 
whack people she knows... 
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Agenda 


) 1. Al Board Member 
© 2. Charity Takeover 
(3. Corporate Headhunters 
3 4. Fetal Al 
© 5, Marked Accounts 
© 6. Please Don't Choke Anyone 
© 7. Project Venice 
) 8. Project Zurich 
© 9. Viral Breeding Ground 
© 10. World Domination 


11. Brain Wash 
12. Bug Zapper 
13. Caryatid 

© 14. Chihuahua 

© 15. Colonel Failure 

) 16. Coyote 

© 17. Credit Blocks 

© 18. Datacomb 

© 19. Death Yo-Yo 

© 20. Digiconda 

©) 21, Dog Pile 

) 22. Food Fight 

) 23. Galatea 

) 24. Gatekeeper 

25. Homing Missile 

26. Hunting Pack 


oo00o.L 


31. Minotaur 
32. Misleading Access Menus 
33. Mobile Barricade 
) 34. Riddler 
35. Roadblock 
) 36. Sandstorm 
37. Scaffolding 
38. Snowbank 
39. Sphinx 2006 
[ 40. Sumo 2008 
© 41. Toughonium™ Wall 
©) 42. Tumblers 
) 43, Twisty Passages 
©) 44. Walking Wall 
©) 45. Washed-Up Solo Construct 


Operations 


ooo000 


IDO! 


nm 


46. Corporate Guard® Temps 

© 47. Credit Consolidation 

) 48. Data Sifters 
©) 49. Emergency Rig 
© 50. Manhunt 

) 51. Rent-to-Own Contract 

) 52. Schlaghund Pointers 

) 53. Underworld Mole 


Nodes/Upgrades 


54. Bel-Digmo Antibody 
55. Cybertech Think Tank 


) 56. Department of Misinformation 


©) 57. Doppelganger Antibody 
CO) 58. Executive Boot Camp 
} 59. Government Contract 
60. Herman Revista 
) 61. LOL Traffic Analyzers 
) 62. Lesley Major 
C 63. Lisa Blyte 
) 64. Marcel DeSoleil 
© 65. Networked Center 
} 66. Obfuscated Fortress 
© 67. Panic Button 
68. Pattel Antibody 
69. Pavit Bharat 
} 70. Rasmin Bridger 
71. Raymond Ellison 
72. Research Bunker 
73. Simon Francisco 
74. Siren 
75. Stereogram Antibody 
) 76. Syd Meyer Superstores 
| 77. Weapons Depot 
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Agenda-Gray Ops-Ambush 
Agenda-Gray Ops 


Agenda-Research-Ambush-Virus 
Agenda-Black Ops 


ie- -Sentry- -AP- Helibolt 


Ice-Wall 

Ice-Sentry-Black Ice-AP-Brainwipe 
Ice-Sentry-AP-Sword 
Ice-Sentry-AP 
Ice-Sentry-DecKrash 

Ice-Wall 

Ice-Code Gate 

Ice-Sentry 
Ice-Sentry-Bloodhound 

Ice-Wall 

Ice-Sentry 

Ice-Sentry-Killer 
\ce-Sentry-Black Ice-AP-Zombie 


\ce-Sentry-Killer 


Operation 
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Mike Kimble 
Craig Hooper 
Daniel Gelon 
Daniel Gelon 
John Sledd 

David Logan 
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© 78. Armageddon Program-Virus-Random-1 MU 1 Mark Tedin R 
© 79. Big Frackin’ Gun Program-icebreaker-Killer-1 MU 2 7 Doug Shuler c | 
© 80. Black Widow Program-icebreaker-Killer-1 MU 9 2 Doug Shuler U | 
© 81. Boring Bit Program-icebreaker-Worm-1 MU 6 5 Michael Kellner c | 
© 82. Bulldozer Program-icebreaker-Noisy-1 MU 7 4 Michael Keliner U 
© 83. Corrosion Program-icebreaker-Worm-1 MU = 3 0 James Allen Higgins C 
© 84. Crumble Program-Virus-1 MU 3 Mark Rattin U | 
0 85. Disintegrator Program-2 MU 6 ChristopherRush U 
© 86. Enterprise, Inc., Shields Program-1 MU 0 Mark Rattin Cc 
© 87.Forward's Legacy Program-Icebreaker-Killer-1 MU 9 0 Mark Rattin us} 
© 88. Fubar Program-icebreaker-Noisy-1 MU 10 3 David Logan U 
© 89. Garbage In Program-Virus-1 MU 3 Kevin Taylor U 
© 90. Highlighter Program-Virus-1 MU 3 Craig Hooper U 
© 91. Lockjaw Program-1 MU 0 David Logan Cc 
© 92. Morphing Tool Program-icebreaker-1 MU 10 4 Rick Berry Ul} 
© 93. Redecorator Program-icebreaker-Killer-1 MU 9 3 Mark Tedin Cc 
© 94. Scaidan Program-Virus-Bad Publicity- 3 Norm Dwyer R 
Random-1 MU 
O95. Skeleton Passkeys Program-icebreaker-1 MU 3 1 Michael Keliner c | 
O96. Skullcap Program-1 MU 0 Craig Hooper C- 
© 97. Taxman Program-Virus-1 MU 3 James Allen Higgins U 
© 98. Vienna 22 Program-Virus-1 MU 3 Kino U 
© 99. Viral Pipeline Program-Virus-1 MU 3 David Ho R 
© 100. Wrecking Ball Program-icebreaker-Noisy-1 MU 4 2 Doug Shuler Cc 


— CardTite == Keyword = Cost, Artist = Rarity” 
© 101. All-Hands Prep 3 Michael Keliner C 
© 102. Blackmail Prep 12 James Allen Higgins R 
© 103. Cruising for Netwatch Prep 0 David Logan c 
© 104. Decoy Signal Prep 0 John Sledd Cc 
© 105. Demolition Run Prep-Sabotage 4 John Sledd U | 
OC 106. Disgruntled Ice Technician Prep-Sabotage 2 Doug Chaffee U 
© 107. Drone for a Day 4 Romas Kukalis Cc 
© 108. Faked Hit Prep-Bad Publicity 5 Randy Gallegos U 
109. Frame-Up Prep-Bad Publicity 2 Doug Chaffee R 
© 110. Hijack 1 Thomas Gianni R 
© 111. Identity Donor Prep-Bad Publicity 0 Debbie Hughes R 
© 112. Ice and Data Special Report 3 David Logan c | 
OC 113. Live News Feed Prep-Bad Publicity 3 Doug Chaffee R | 
© 114. On the Fast Track 0 Paul Chadwick U 
© 115. Personal Touch, The Prep 4 Debbie Hughes Cc | 
© 116. Pirate Broadcast Prep 1 Ciro Tota R 
© 117. Poisoned Water Supply Prep-Bad Publicity 4 Brice Parker R 
0 118. Prearranged Drop 0 David Seeley R a 
© 119. Promises, Promises Prep 2 Doug Shuler R 
© 120. Reconnaissance Prep 0 Doug Shuler c ] 
© 121. Remote Detonator Prep-Sabotage 7 Norm Dwyer U 
© 122. Rush Hour Prep 3 John Siedd Cc 
© 123. Stakeout 0 Paul Chadwick c 
© 124. Subliminal Corruption Prep-Bad Publicity 2 James Allen Higgins U | 
© 125. Test Spin 1 Mark Tedin R 
© 126. Weefle Initiation Prep 0 Rick Berry c 
Hardware/Resources 
 CardTitle == Keyword Cost tists Rarity 
© 127. Airport Locker Resource-Hidden 0 Zak Plucinski a 
© 128. Back Door to Netwatch Resource-Hidden-Bad Publicity 0 John Sledd R 
O 129. Back Door to Rivals Resource-Base Link 2 Romas Kukalis c 
C) 130. Bargain with Viacox Resource-Random 3 Michael Keliner R 
© 131. Bolt-Hole Resource-Hidden 0 Doug Chaffee c 
© 132. Chiba Bank Account Resource-Hidden 0 Matt Wilson c 
© 133. Cortical Cybermodem Hardware-Deck-Cybernetics 11 Christopher Rush c 
© 134. Cortical Stimulators Hardware-Cybemetics 1 Randy Gallegos Cc 
© 135. Credit Subversion Resource-Hidden-Sabotage 0 David Logan U 
© 136. Death from Above Resource-Hidden-Sabotage 0 Zak Plucinski R 
© 137. Deck, The Hardware-Deck-Base Link 11 Mark Tedin R 
© 138. Eurocorpse™ Spin Chip Hardware-Chip 6 Doug Shuler U 
© 139. Expendable Family Member Resource-Hidden 0 Zak Plucinski c 
© 140. Get Ready to Rumble Resource-Connection-Hidden 0 Kevin Taylor U 
© 141. HQ Mole Resource-Hidden 0 Phil Hale c 
© 142. Liberated Savings Account Resource-Hidden 0 Phil Hale Cc 
© 143. Lucidrine™ Drip Feed Hardware 8 Paul Chadwick R 
© 144. Mercenary Subcontract Resource-Hidden-Sabotai 0 Rick Berry U 
© 145. Precision Bribery Resource-Unique 0 Debbie Hughes U 
© 146. R&D Mole 0 Rick Berry c 
© 147. Runner Sensei Resource-Base Link-Position 4 Randy Gallegos c 
© 148. Senatorial Field Trip Prep-Bad Publicity 1 Pete Venters R 
© 149. Simulacrum Resource-Connection-Hidden 0 Kino R 
© 150. Streetware Distributor Resource-BBS-Position 1 Matt Wilson c 
© 151. Sunburst Cranial interface  Hardware-Deck-Cybemetics-Stealth 5 Craig Hooper Cc 
© 152. Swiss Bank Account 0 Debbie Hughes c 
© 153. Time to Collect Resource-Hidden 0 Doug Chatfee R 
© 154. Wired Switchboard Resource-Hidden 0 Debbie Hughes c 


Don't Be Left Out! 


Ice Age™ is ending and we 
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WHOSE Sizzlin’ prizes... 
1 Grand Prize: 
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' THE ce iS govie, and man, is it HOT! 
5 First Prizes: So ditch the woollies, grab some sun block, and head for the nearest 
oasis! Send us your favorite card combination featuring the new Mirage 
abilities, flanking and phasing, for a chance to win some sizzling prizes, 
including a complete Mirage card set. Eligible combinations contain two 
or more Magic: The Gathering® cards, one of which must be a 
Mirage phasing or flanking card. 


25 Second Prizes: 


50 Third Prizes: 
CONTEST DEADLINE: October 31, 1996 
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Reports on Trading Card Games 


catronbeEaterm 


ramatizing the difficulty of 
today’s card-game market, 
publishers are vanishing or 
selling out. Black Dragon 
Press hit the market a year 
late with its Tempest of 
the Gods, missed the 
boom, and got bought by Magic: The 


Gathering artist Susan Van Camp. This 
spring Thunder Castle bought Mag Force 


7 (Wing Commander, 

Star ofthe Guardians, [% 

and design team for SkyBox’s A lot of 

new Star Trek:The Card companies 
Game). In May, Pinnacle are going out 
bought the Donruss sports- of business, 
card division—technically and a lot 
including Top of the Order MF) & j\1:1) |] 


and Red Zone—then 
turned down those games, 
which have reverted to the 
design studio, NXT Games. 
Both games may reappear 
next year from NXT’s new 
publisher, U.S. Playing Cards. 

Of course, three sales don’t make a 
trend, but we can certainly expect 
more. This is the lesson of the gaming 
industry's previous fad, the D&D craze 
of the early ’80s. So far the trading card 
field has followed exactly the same 
meteoric track: companies proliferate 
like fungi, then rapidly die off. 

“It’s natural.As an industry matures, 
it’s going to consolidate,” says Van 
Camp. Of her purchase of Black Dragon 
so as to publish her own Dragon 
Storm card-roleplaying game, she says, 
“In our case, it was not wanting to do 


deserve 


the game as a complete unknown.” 
Distributors are more willing to order 
from a company that already has a prod- 
uct or two, she says.“In the long run, 
[consolidation] will be good for the 
industry. People will streamline what 
they’re doing.” 

A little-mentioned benefit of the 
industry shakeout is the departure of 
quick-buck artists.““A lot of companies 
are going out of business, 
and a lot of them deserve 
to,” says Dedalus Games 
(Shadowfist) president 
Jose Garcia. He’s glad to see 
the hit-and-run companies 
go, but “the sad thing is, 
they made more money 
than the ones who have 
tried to stay with the indus- 
try. [The fact] that they did 
that hurts everybody. The 
people who stayed have to 
live with the consequences. 
A lot of money changed hands last year, 
and a lot of it went out of the industry.” 
Garcia estimates the field will need 
about two years to recover. 

Certain people might take from this a 
harsh lesson of “eat or be eaten.” Such 
people have a great future as muggers 
and swindlers. Others, with longer sight, 
realize that only patient work by a com- 
mitted publisher created the fad in the 
first place—and in the medium-to-long 
term, a soundly managed company with 
good games can dine much better than 
those who ate and ran. 

— Allen Varney (<APVarney@aol.com>) 


GAME NEWS & UPDATES 


For more information, contact the email 
address or website at the end of each 
entry. An excellent source of news on the 
World Wide Web is Sprig’s CCG Ware- 


house (<www.itis.com/other-games>). 


@ Arcadia (White Wolf Game Studio, 
Atlanta, GA): The second game of the 
trilogy, Ki ing Ironheart’s Madness, is due 
in November in the same format as The 
Wyld Hunt. “Lord Gamine has returned 
to the throne of Ardenmore, too late to 
prevent a war between his country and 
Ironheart’s mechanical army of cog sol- 
diers.” Players can carry over characters 
from Wyld Hunt or start anew. <wwolf- 
mail@aol.com> 

@ Dragon Storm (Black Dragon 
Press, Flint, MI): Now under new own- 
ership (see “Eat or Be Eaten,” at left), 
Black Dragon is suspending support for 
Tempest of the Gods and concentrating 
on this new card-roleplaying hybrid. 
The Adventures in Kanchaka Valley cam- 
paign expansion features 180 cards 
(three rarities) sold in 15-card boosters 
(including two rares, $2.95). Support- 
ing the world described in the basic 
game, the set offers 
more about necro- 
mancers and the 
original dragon 
clans. Coming of the 
Storms, a 48-page mod- 
ule book with history, sce- 
narios, and a gamemaster’s 


screen, was scheduled for August. 
Web: <www.dragonstorm.com> 

@ Heresy: Kingdom Come (Last 
Unicorn, Camp Hill, PA): The 90-card 
Project: Demiurge expansion (by Owen 
Seyler, Christian Moore, and most of 
Last Unicorn) was scheduled for late 
August. The title project was Damien 
Wu's disastrous attempt to enhance 
humans to angelic levels, which caused 
God to abandon the world to 
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continued 


The Ruin. The Demiurge device was 
destroyed, but Wu's disciples have recon- 
structed it. The set makes the Matrix “a 
more viable field of play, and makes arrays 
more attractive,” says Last Unicorn’s 
Derek Stenson. The company has started 
Hereticum, a player association. A Heresy 
roleplaying game is planned for spring, 
1997 <phantombox@aol.com>; Web: 
<www.lastunicorngames.com> 

@ Highlander (Thunder 
Castle Games, Kansas 
City, MO): The 100-card 
Watcher's Chronicle expan- 
sion, the second based on 
the Fox TV series, appears 
in November (15-card 
boosters, $2.95). Thunder 
Castle may produce a 


Highlander’s 
Watcher's Guide to High- Watcher’s Chronicle 


lander by year’s end. is scheduled to hit 
<tcgames@aol.com>; stores in November. 
Web: <www.tcgames.com> 

@ Middle-Earth: The Wizards (Iron 
Crown Enterprises, Charlottesville, VA): 
In Columbus this past July, ME:TW won 
this year’s Origins Award for Best Card 
Game. The Dark Minions expansion is 
currently scheduled for late November. 
ICE is planning a 400-plus—card expan- 
sion for next year; working title is The 
Lidless Eye. <metwice@aol.com> 

@ On the Edge (Atlas Games, 
Roseville, MN): No Wetworks this year, 
but maybe in 1997 Atlas has released a 
new edition of Jonathan Tweet’s Over 
The Edge roleplaying game that includes 
rules for using OTE cards in scenarios. 
The company has seen strong sales of its 
non-trading card game Lunch Money. In 
November, Atlas hopes to release the 
fourth edition of the Ars Magica RPG. 
<atlasgames@aol.com> 

m@ Rage (White Wolf): Legacy of the 
Tribes, a 215-card expansion by Mike Tin- 
ney and Justin Achilli should be out now. 
White Wolf is preparing a sealed-deck 
tournament league that works through 
“core retailers.” <ragecom@aol.com> 

®@ Shadowfist (Dedalus Entertain- 
ment, Mercer Is., WA): The Throne War 
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stand-alone expansion, planned for 
November, contains 120 original cards 
plus 40 previously published Shadowfist 
cards (three rarities), sold in starters and 
boosters. Daedalus president Jose Garcia 
calls this “the Jet Li expansion,” invoking 


the Hong Kong martial arts film star. The 


set “has kung fu powers with names you 
hear Jet Li crying out as he attacks.” A 
64-page Throne War Player's Guide 
appears a month after the set. 
<robmh@aol.com>; Web: <www.hal- 
cyon.com/rev/shadowfist.html> 
@ Spelifire (TSR, Lake Geneva, WI): 
The tenth expansion, Night Stalkers, 
by Bill Olmesdahl, covers undead, 
vampires, and thieves. The 125-card 
set consists entirely of photo cards 
(12-card boosters, $2.50). In other 
news, TSR sold thirteen million 
Dragon Dice dice in the first year of 
release and is working on a new 
“expandable” project for next year. 
<tsrinc@aol.com> 
@ Star Trek: The Card Game 
(Fleer/SkyBox, Mt. Laurel, NJ): The first 
expansion, tentatively titled Szarfleet 
Maneuvers, is scheduled for November. 
The 200-card set, sold in 15-card boost- 
ers ($2.75), covers the first 
half of Classic Trek’s second 
season. Many Permanent 
Wild cards increase ship 
combat and allow storage of 
Wild cards for use in future 
hands. Exclusive promo 
cards are appearing in 
Combo, In Quest, and other 
magazines, and in the Third 
Phase of SkyBox's Star Trek 
30th Anniversary trading cards. Another 
promo card, featuring Chekov, was given 
out at GenCon,; it gives +1 to all charac- 
ters if autographed by Chekov actor Wal- 
ter Koenig, a featured guest at the con. 
<fsnetrep@aol.com> 
@ Star Trek: The Next Generation 
CCG (Decipher, Norfolk, VA): In Sep- 
tember, Decipher releases a two-player 
game with two fixed decks, including 
new cards. The Q Continuum expansion 
(121 cards, three rarities) is scheduled for 
early September. According to Deci- 
pher’s Matt Mariani, the Q cards create 


X-Files, designed by 
NXT Games, marks 
USPC’s entry into the 
TCG market. 


side games, side decks, and “a lot more 
mischievous things players can do.” 
<DCustServe@ decipher.com>; <Web: 
www.decipher.com> 

@ Star Wars CCG (Decipher): This 
summer the company produced free 11- 
card Jedi Packs, in the manner of last 
year’s Warp Packs for Decipher’s Star 
Trek game. The Jedi Pack includes new, 
less powerful versions of Han Solo and 
Princess Leia, plus Luke’s skyhopper and 
a Rebel Base Navigation Chart. Distrib- 
ution information was unavailable at 
press time, but Decipher’s impressive 
website <www.decipher.com> has details. 
The next SW:CCG expansion is The 
Empire Strikes Back: Hoth, first of three 
162-card sets based on the second movie. 
Due in late September or October, Hoth 
features new rules covering snowspeed- 
ers, AT—AT walkers, and so on. The 
Shadows of the Empire expansion is due in 
late December or January. 

@ The X-Files (NXT Games/U.S. 
Playing Cards, Cincinnati, OH): 
Licensed from the hit Fox TV series, 

X- Files was originally to be published by 
Donruss, but the company canceled its 
plans after selling off its sports-card 
division and finding no buyer 

for its entertainment cards. Now 
published by USPC, the world’s 
largest publisher of playing cards, 
X-Files should be out about now. 

The basic set has 354 cards, 
sold in five different starter 
decks (60 cards, $9.95) and 15- 
card boosters ($2.95). Each of 
the five starters is keyed to one 
character (Mulder, Scully, 
Krychek, Skinner, or Hosteen) and con- 
tains a fixed set of 20 cards relating to 
that character, along with 40 random 
cards. Five ultra-rare chase cards offer 
more powerful versions of these five 
characters. The cards are illustrated by 
high-resolution video “grabs” from the 
series. Rules offer a simple beginner's 
game and a more advanced version tar- 
geted at the hobby gaming audience. The 
game covers the show’s first two seasons; 
an expansion planned for next spring cov- 
ers the third season. <nxtgames@aol.com>; 
Web: <www.nxtgames.com> 
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Middle-Earth: 
The Dragons 


Charlottesville, VA 
FORMAT 
15-card booster pack (includes 
six-page rules folder), $2.95. 
For I-5 players (best with 2); 
playing time 15 to 45 minutes 
for basic game, | to 4 hours 
for advanced game. (Note: See 
Middle-earth: The Wizards 
for complete rules.) 
DESIGN 
Coleman Charlton and Michael 
Reynolds 
ART DIRECTION 
Jessica Ney-Grimm 
with Jason Hawkins 
ARTISTS 
Rob Alexander, Eric David 
Anderson, Stefano Baldo, Steven 
Cavallo, Douglas Chaffee, Ronald 
Chironna, Audrey Corman, Chris 
Cocozza, Liz Danforth, Brian 
Durfee, Darryl Elliot, Frank 
Kelley Freas, Randy Gallegos, 
Donato Giancola, Stephen 
Hickman, Quinton Hoover, 
John Howe, Heather Hudson, 
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Satiating Your Dragon Hunger 


Middle-Earth: The Dragons V reviewed by Rick Swan 


eah, I know; because this is the first 
expansion for the phenomenally pop- 
ular Middle-earth: The Wizards, it’s 
automatically a big deal. And yeah, I 
know; as far as game design goes, 
Middle-earth: The Wizards is a knockout 
(see the review in Duelist #9), making it a 
hard act to follow. 

But for me, the critical question is this: 
how many boosters do I have to rip open to 
find an actual, honest-to-Gandalf dragon? 
I'm not talking about the generic minor- 
leaguers, like the Rain-Drake and the 
Marsh-Drake. I’m talking about the dragons 
with names, the big guns imported from the 
Tolkien mythos. Middle-earth: The Dragons 
features nine of them: Agburanar, Bairanax, 
Daelomin, Earcaraxe, Itangast, Leucaruth, 
Scatha, Scorba, and the old hobbit-scorcher 
himself, Smaug. 

Before we commence ripping, let’s run 
some numbers. Middle-earth: The Dragons 
(hereafter, METD) consists of 180 new 
cards: 50 rare, 60 uncommon, and 70 com- 
mon. Each booster contains 15 cards: 1 rare, 
4 uncommon, and 10 common. Named drag- 
ons are uncommon or rare. Further, each 
named dragon comes in three versions or, in 
METD-speak, manifestations: Basic, Ahunt, 
and At Home (more about this in a minute). 
However, four of the Basic dragon cards have 
already appeared in the Middle-earth: The 
Wizards unlimited set: Agburanar, 
Daelomin, Leucaruth, and Smaug. There- 
fore, METD includes 23 named dragon 
cards, which means, according to my calcula- 
tions, that the chance of getting of a dragon 
in a typical booster is fairly good. 

Still, there’s reason to be suspicious. Card 
publishers have a way of not delivering the 
goods as promised. 

Let's rip. 

Booster number one: No dragons. Nada. 
Zip. Zero. 

Booster number two: Bingo! We've got 
Itangast Ahunt. 

Booster number three: Bingo! We've got 
two of ’em: Basic Earcaraxe and Bairanax At 
Home. 
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I won't keep you in suspense. Out of 
twelve boosters, ten contained named drag- 
ons. Six boosters had 1 dragon each, four 
boosters had 2, for a total of 14. Better yet, of 
the 14 dragons, there was only a single dupli- 
cate (I got 2 Itangast Ahunts). Not bad. 
Either I’m very lucky or Iron Crown has 
mastered the art of card sorting, ensuring 
that customers won't have to invest a fortune 
to satiate their dragon hunger. 

And it’s not just the dragon hungry who'll 
slaver over METD. For art lovers, METD 
serves up a gallery of striking images that 
frequently exceed Iron Crown's lofty stan- 
dards. The dragons, in particular, are breath- 
takers, renderings of subtle detail and 
emotional resonance that capture both the 
majesty and the eerie beauty of fantasy’s 
most enduring creations. 

In the context of the game, dragons func- 
tion as hazards, played to harass enemy com- 
panies as they move from location to 
location. But these are hazards of unprece- 
dented magnitude. First, dragons boast jaw- 
dropping prowess ratings. Basic Earcaraxe, 
for instance, clocks in at prowess 17; even the 
lowly Marsh-Drake has a formidable prowess 
11. Second, dragons are brutal adversaries: 
Earcaraxe Ahunt makes three strikes at 
prowess 15, Scorba Ahunt makes four (!) 
strikes at prowess 10. Finally, because a 
dragon exists in multiple manifestations, it 
can pop up all over the place. 

How can a dragon appear in so many 
locations? Glad you asked, because the mul- 
tiple manifestation rule is the game’s best 
feature. As mentioned, each major dragon is 
represented by three cards. The Basic mani- 
festation, a regular creature card, represents 
the dragon in its standard active mode. The 
At Home manifestation, a permanent event 
card, represents the dragon in its lair. The 
Ahunt manifestation, a long-event card, 
represents the dragon when it’s hunting over 
a broad range of regions. And here’s the 
twist: different manifestations of the same 
dragon can be in play at the same time. That 
means that in theory all three Earcaraxe 
manifestations could torment the same 
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company, one manifestation after another. 
The manifestation rule drenches METD 
in dragons, elevating the level of tension 
and dramatically increasing the potential 
for casualties. 

To compensate for the danger posed by 
the dragons, METD allows players to 
increase the size of their sideboards by 5 
cards. Expanded sideboards enable players 


to respond to threats with more flexibil- 
ity, increasing their chances of surviv- 
ing—or avoiding—dragon encounters. 
Further, only the opponent receives mar- 


reducing the number of dragons in the 
game; you're less likely to send a dragon 
into the world if its defeat promises to 
boost your opponent’s marshaling total, 
when there’s no chance of earning 


shaling points for defeating a dragon 

manifestation; if a player defeats a mani- _ points from defeating it yourself. But 
festation she herself has deployed, she even with the marshaling limit and 
doesn’t receive a single point. The mar- 


shaling limit has the effect of (slightly) 


sideboard expansion, METD remains 
exceedingly dangerous, prone to crush 
the life out of careless or inexperi- 
enced players. For that reason, I 
wouldn't advise investing heavily 
until you've mastered the nuances of 
Middle-earth: The Wizards. 

Dragons are by no means the only 
interesting cards in METD. Emerald 
of the Mariner, an item card, increases 
the size of the player’s hand by one 
and grants a +1 to corruption checks. 
Incite Minions, a short-event card, 
generates an extra attack at a Shadow- 
hold or Dark-hold. Those looking for 
new site cards, however, will be disap- 
pointed, as METD contains only a 
handful of places to visit. And there 
are only five new characters: Brand, 
Fram Framson, Galdor, Ioreth, and 
Thrain II. Though some have inter- 
esting powers (Ioreth causes healing 
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cards to affect every member of her 
company), none of the characters 
struck me as essential. 

The rules booklet, a model of clarity 
compared to the ambiguity-riddled 
booklet in Middle-earth: The Wizards, 
provides needed clarifications of such 
key concepts as multiple-strike assign- 
ments, corruption-card removal, and 
hazard limits. 

Overall, METD is a first-rate prod- 
uct, an expansion that actually broad- 
ens the scope of the game rather than 
merely increasing the number of 
cards. In a sense, METD transforms 
Middle-earth: The Wizards into a 
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whole new game, one that forces vet- 
eran players to rethink the way they 
deploy their resources and maneuver 
their troops. I suspect there’s a way to 
wipe Earcaraxe off the map without 
sacrificing an entire company, but I 
don’t have time right now to figure it 
out. I have boosters to rip. I gotta find 
me a Scorba. 
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Rate Our Magazine (Seexcellent, 1=terrible) 
How do you rate this issue of The Duelist™ overall? 5) 44) 30) 20) 10) 
How do you rate the articles overall? 50 40 30 20 
How do you rate the art/layout overall? §0 40 30 20 10 
List and rate your most favorite articles: 
ws 5 40) 30) 2 
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List and rate your least favorite articles: 
=— a 5 4 3 2 1 
50 40 30) 20 
Oy 4Lr oly et Tl 


Comments: 


Concerning the Internet 
Have you been to our website (www.wizards.com)? |_| Yes __) No 
Do you use the internet: {) at home (| at work 


If not, do you plan to be connected within 6 months at home or work? _) Yes |_| No 


Do you subscribe to the following online services?: {)AOL {) Compuserve 
() Prodigy () Microsoft Network €) Genie (other: 

If not, do you plan to subscribe within 6 months?: () athome () at work 
What do you use the internet/online services for? (check all that apply) 

(J email news ] work/school 
(_) chat Magic shopping 

(_) general consumer information 


online gaming 
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How many hours per week do you spend online? 


Jo 013 047 (812 (1112-20 Li21+ 

How do you usually connect? 

() <14.4 modem (1) 14.4 modem ([)28.8modem CJISDN 

() direct connection slower than T1 J direct, T1 or faster 

Do you plan to buy/upgrade your modem within the next 6 months? () Yes {) No 
What browser do you use? 

() Netscape 1.x () Netscape 2.x ) Netscape 3.x () Mosaic (any version) 
C)AOL (MS Internet Explorer 1.X {_) MS Internet Explorer ) Other 

What kind of computer(s) do you use to go online? 

() PC-Win 3.x) PC-Win95/NT |) Macintosh C) UNIX } other 
Concerning Computer Games 

What types of computer games do you play? (check all that apply) 

() Strategy/War ©) Sports Roleplaying/Adventure 
() Fighting/boxing ©) Simulation () Arcade 

How many CD-ROM games do you own: 

[1-3 () 4-7 8-11 (12-20 () 20+ 

How many CD-ROM games do you plan to buy in the next 12 months? 
{)1-3 () 4-7 Lj 811 ()12+ 


How many hours per week do you spend playing networked games? 


10 ()1-3 )4-7 (3 8-11 }12+ 

What type of computer does your household own? 

() 386/486 © Pentium With Windows ’95 
Mac 680X0 () Macintosh PowerPC (_) None 

Do you own a CD-ROM drive? (/)Yes {No 

Do you plan to purchase one within 6 months? {| Yes () No 


Would you be willing to pay up to $1 more per issue to receive a CD-ROM 


disk with demos of MicroProse’s Magic and other games? (| Yes () No 
Tell Us about Yourself 
Name Today's date 
Address. 
City State Zip 
Phone 
tam: (C) male () female 
Clunder13 (113-17 (118-24 (J 25-34 
() 35-44 ()45-55 Clover 55 
My household income (or, if under 18, my family’s income) before taxes is: 
} under $15,000 _)$15,001-$25,000 _) $25,001-$35,000 
) $35,001-$50,000 _) $50,001-$75,000 over $75,000 
How many months have you been playing Magic? = 
About how many Magic cards do you own? 
(0-100 ()101-200 (201-500 (_) 501-1000 } 1001-1500 
_} 1501-2000 (} 2001-3000 (| 3001-5000 ) more than 5000 


(1) Yes, I'd be happy to have you contact me about my thoughts on The Duelist. 
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Email address 
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checks out to The Duelist; all non-U.S. checks or foreign 
bank draft orders please specify “U.S. Funds” in both the 
numerical and verbal areas of the check. 


“#1, Winter ‘94-#4, March '95___—*#7, October ‘95 #10, May 96 _ 
#2, Summer ‘94 #5, June '95 #8, December 95 #11, July 96 
#3, Fall ‘94 #6, August '95 #9, February ‘96 


BACK ISSUE PRICES 
#1 (black & white photocopy only)—$2.00 U.S./$3.00 
Canada/Mexico/Foreign. 
#5 2 & 3—$3.50 U.S./$5.25 Canada/Mexico/Foreign. 
#5 4-8-$3.95 U.S./$5.50 Canada/Mexico/Foreign. 
#s 9-11—$4.95 U.S./$6.50 Canada/Mexico/Foreign. 


To order, mail a photocopy of this form to: 


DUELIST MERCHANDISE 


P.O. BOX 707 RENTON, WA 98057-9916 


ORDER BY PHONE: (206) 204-8000 ORDER BY FAX: (206) 204-5928 
ORDER BY EMAIL: duelist@wizards.com 


YOUR ADDRESS 


CITY/STATE/ZIP 


TELEPHONE ( 


che game 


Duelist Life Counters 


ay good-bye to glass beads and loose 
Sohanee! Although Duelist readers rarely 
take damage, these sturdy, finely crafted 
pewter and enamel counters let you mark 
off the occasional Lightning Bolt or poke 
from Tim in style with brass- and silver- 
plated beads. Best of all, each 314" x 2" 
counter fits right inside a Magic” deck box. 
Available in red, green, white, blue, and 


FACIE SaaiysssotastaadttostaoatercRieaiearaasn $12.99 
(Price includes U.S. shipping. For non-U.S. shipping cost, 
see shipping section below.) 


Magic: The Puzzling 


No you don't have to wait for next issue’s Duelist 
to'hit the stands to torture yourself with Mark 
Rosewater's famous puzzles. Now there’s Magic: The 
Puzzling—the book. This beautiful, full-color collection 
of twenty-five new puzzles is appropriate for all levels 
of Magic enthusiasts, with puzzles ranging from easy 
to nasty. The book also contains 
hints, solutions, and a player's 
guide to all the cards used in 
the book. It's even sturdily built 
for throwing across the room 
when you start getting brain 
cramps. ......$13.95 + shipping 


SHIPPING: 

US $3.50 

Canada (and Mexico) 
$4.00 U.S. Funds 

Foreign $5.00 U.S. Funds. 


ORDER FORM 


DESCRIPTION/COLOR 


"8.2% Tax for WA Residents Only | 
UT and CA, add local tax 
Shipping and handling charges 


(NON U.S/CANADA/MEXICO) }- 
Se Total (U.S. Funds) 
PAYMENT METHOD C) mcy/visa/pisc () CHECK 
[CARD NUMBER” 7 oe 


NAME ON CARD 


_/ | signature _ 
PLEASE ALLOW 2-4 WEEKS FOR DELIVERY. 


® * - 


de Na the Industry 


sie for sale to minors.) 
hes Ernest and Phil Foglio 


Phil Foglio, with Rob Alexander, 
Susan Alexander, Dave Allsop, 
Alicia Austin, Cheryl Austin, 
George Barr, Hilary Barta, 

E. Jordan Bojar, Daniel Patrick 
Buckley, Ernie Chan, David 
Cherry, Tim Collier, Liz Danforth, 
Mike Dashow, Robert DeJesus, 
Gerard Donelon, Colleen Doran, 
Lela Dowling, Duncan Eagleson, 
Bob Eggleton, James Ernest, 
Steve Fastner, Ken Fletcher, 
Kaja Foglio, Frank Kelly Freas, 
Lea Hernandez, Leah Hirsch, 
Rick Hoberg, Quinton Hoover, 
Matt Howarth, Julia Lacque- 
ment, Rich Larson, April Lee, 
Nicola Leonard, Monika Living- 
stone, Todd Lockwood, Lubov, 
Anson Maddocks, Jean E. Martin, 
Harold McNeill, Phil Morrissey, 
Mark Nelson, Justin Norman, 
Mitch O’Connell, Margaret 
Organ-Kean, Zak Pasco, Mike 
Raabe, Doug Rice, Mark Rogers, 
Toivo Rovelw, Tomoko Saito, 
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Everything You Always Wanted to 
Know About XXXenophile* 


*(But Were Afraid to Ask) 


[XXXenophile is clearly marked “For Adults Only.” 
If you’re under eighteen, your mom has probably 
already ripped this magazine out of your hands and 
you’re trying to convince her you read The Duelist 
for the articles. —Ed.] 


So the phone rings and it’s my wife Evon and she 
says, “Whatcha doing?” and I say, “I'm playtesting 
XXXenophile!” and she says, “Oh, that’s what 
you're calling it these days....” 


eah, yeah. Look, XXXenophile’s an 
adults-only trading card game based on 
Phil Foglio’s adults-only comic book, 
and it’s got cartoony nekkid people all 
over the cards. Deal with it. It’s also 
one of the best card games of the year and 
deserves a serious review by a serious reviewer. 

Unfortunately, that’s not me. I'd rather 
spend all my time on chortles, nudges, and 
double-entendres. If they'd let me, I'd spotlight 
card names like Axelrod Rimthruster and 
Helena Handbasket and <«CENSORED> 
<CENSORED>. [Mike, try to focus. —Ed.] 

But The Duelist wants a game-play-focused 
review, and, well, they're paying me the big 
bucks. So game play it is. 

In technical terms, the object of the game is 
to, um, make aliens “enjoy” each other’s com- 
pany. Each player (and there can be up to six) 
throws a number of cards face down in the 
center of the table. Those cards are arranged 
face down in an “X” format, half of them verti- 
cal and half of them horizontal. 


On a turn, a player flips over a face-down 
card (if possible) and then spins any face-up 
card 180° The player then checks all the edges 
of the spun card and the ones adjacent to it. 
Each edge features one of five colored symbols. 
Edges match when they have the same color, 
and the card with the longer chain of colored 
symbols “pops” off the X and into the popper’s 
Score Pad (yeah, you got the subtle innuendo). 

Popping a card is worth up to ten points and 
demands an action. This might be His Girl 
Tuesday's “Pop one Villain” or Aphrodisiac of 
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Lila’s “Physically destroy this card to take 
another turn” or Indecent Exposure Gordon’s 
“Remove one article of clothing.” 

Yes, you read that right. I was shocked too. 
Physically destroy a card, indeed. 

In most cases, a Character Card’s effects are 
limited to the turn it pops. But a Setting (like 
High-Flyin’ Dirigible of Love) affects the 
cards in the X while it’s in play, and a Gizmo 
(like Unnatural Axe) goes not into your Score 
Pad but into your Toybox, where it affects you 
until it’s stolen by one of those thieves you call 
your friends. 

In a two-player game, deck strategy is criti- 
cal. Since you replace cards after you pop 
them, your goal is to force your opponent to 
give you good moves. Some of the cards have 
negative effects when they pop, and if all the 
cards are face up, a player must pop a card if he 
or she can. Quite often, you want to force an 
opponent to pop a card if it will set you up for 
a better one. 

In a three-to-six-player game, mostly you 
just try to force the person to your left to do 
what you want. The game moves clockwise 
around the table, and the X may change com- 
pletely by the time it gets back to you. So 
thinking far ahead may not get you anywhere. 

First player to one hundred points wins. You 
get another turn if you get to a point total of... 
well, look, some rules I just can’t print here. 

XXXenophile is a game you'll hate if you're 
looking to play Magic with nudity. If that’s 
what you want, run a Magic tournament at a 
strip club. XXXenophile is a fun party game 
with a fascinating game mechanic* You should 
be aware that, like in marbles, you keep what 
you knock out of the playing area. If you lami- 
nate your cards in Teflon to keep them safe, 
this may not be the game for you. 

But when you've got friends over, playing 
XXXenophile might be a nice change of pace 
from hiding in your room staring at Slumber 
Party and thinking too long about the name 
Seduction Pump. 

Not that that’s why youd buy it, of course. 


“Alien Sex Mechanic, that is 
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E: ICE Inc. and Hobbygames The first three titles in the Dicemaster 
Ltd. present Dicemaster,” line include: 


Fv se..7 


Vie 


an exciting new fantasy dice * Cities of Doom” (Basic Set )— 
game. Now players can enjoy The =8"x 8"x 1" box 


complete, character-based adventures with contains a durable, vacu- 
Ad nothing more than a beautiful set of formed dice tray, “2 
| custom-crafted dice. Dicemaster’s thirty-one 6-sided dice a=. 
: ’ a s 
tremendous replay value and broad array (D6), and one 8-sided die . 
of intricate die images set it apart from the (D8). The set includes five 22mm, 
other dice games on the market. No other seven 16mm, and twenty 18mm 


dice game offers you so many gaming 
options, or such wonderful artwork. 
Dicemaster employs a customizable 
collection of beautifully tooled dice, which 
bear over 100 different, easily readable 


dice. Each player will need a 
Basic Set in order to play 
the game. Two players can 
play the “Basic Game” if 

they each have a Cities of 


and start your quest. Your 
adventurer embarks on a 
series of journeys, hoping to 
be the first to gather the six 
clues necessary to complete a 


they have one Wilds of Doom.($19.95) 
Doom Cubes™ (Booster Sets) — 

Each =4"x 4"x 2" box contains a dice 
tray and 8 dice (including either one 
10-sided die or one 12-sided die). Once 


images. They complement the game’s Doom set. ($24.95) 
remarkably clean but ¢ Wilds of Doom” (Wilderness Set) — 
sophisticated game system. The =4"x 4"x 4" box contains 26 dice, 
You can play a fast-paced, including thirteen 16mm dice, eight 
stand alone game or call 18mm, and five 22mm 
AY upon the vast supply of dice (three 6-siders, one 
extremely varied and flexible 10-sided die, and one 
expansion sets. 12-sided die). You also 
It only takes about fifteen minutes to get a dice bag and tray. 
master the Dicemaster rules. Then you just Two players can play the 
grab your dice, pick a character, “Wilderness Game” if , between them, G 
aS. 


cryptic mystery. The first to solve the either or both players introduce(s) one 
puzzle wins the game. Travel afar, battle or more Doom Cubes, they can play the 
monsters, and challenge your opponent “Advanced Game.” ($5.95) 
with all sorts of clever trouble. 
Ikon Crown ENTERPRISES, INC. HosnyGames, Lirp., U.K. H 
2 P.O. Box 1605 Unit $4, Rudford Industrial Estates 
4 Charlottesville, VA 22902 Ford Airfield, Near Arundel 
‘Tel:1(800) 325-0479 or (804) 295-4280 West Sussex, UK BN18 OBD 
| Fax: (804) 977-4811, e-mail:vaice@aol.com, Tel: +44 0(1903) 730998, Fax: +44 011903) 731141 
a - > web page: http://www.ironcrown.com e-mail:hguk @ pavilion.co.uk, web page: http://www.hobbygames.com 4) 
> oo Copyright © 1996 Ikon Crown Extexenises, Inc. (Charlottesville, Virginia USA) and Hosaycames, Lanrrep (West Sussex, UK). The ‘Burning Die,” Dicemaster, Cities of Doom, a . 


Wilds of Doom, Doom Cubes, amd all ions and images used therein, are trademark properties of Loa Crown Enterprises (ICE) and Hobbygames, All rights reserved, 
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New World Computing 
Hollywood, CA 


FORMAT 

CD-ROM game for Windows 95 
and Macintosh. Can be played 
either as multiplayer or a 
single-player game. 


CONTACT 
(818) 889-5600 


Hire a gang 
| or two and 
|) wreak havoc in 


| the city. Fun! 


From the Guys Downstair 


Chaos Overlords 


ot a few sociopathic tendencies nag- 
ging at you? While it may be not as 
enjoyable as mixing it up in the 
hood, Chaos Overlords offers a 
fairly good avenue for the vicarious 
enjoyment of gratuitous violence. 

Chaos Overlords, a recent release from 
New World Computing (makers of the 
popular Heroes of Might and Magic) offers 
“strategic gang warfare.” The game’s basic 
premise is that you are a crime lord in the 
future attempting to control a city. You do 
this by hiring and using mercenary gangs of 
all sorts to accomplish your objectives. 

The game’s strategy is pretty much what 
one would expect for this sort of game, and 
most of the scenarios involve the same ulti- 
mate goal of defeating your competition. 

Inthe early stages taking uncontrolled 
areas is the key. To do this you hire gangs 
that are good at controlling regions and 
influencing sites within them. The game 
plays somewhat like a card game in that you 
are offered a random selection of three 
gangs per turn. You may hire one gang per 
turn and send them off to do your violent 
bidding. (Did I mention this might not 
qualify as a family game?) 

You can move your 
gangs from sector to sec- 
tor, equip them with 
weapons ranging from 
knives to rocket launch- 
ers, or have them 
encounter and fight 
enemy gangs. Another 
useful command is 
Chaos. Chaos tells your 
gang to rampage a sector 
and squeeze the local 
inhabitants for cash. It’s 
a great way to fund your evil empire, but 
repeated uses in the same sector can result 
in a crackdown by the cops, who arrive and 
destroy any gangs found in the offending 
sector. 

In the middle stage of the game you want 
to research the best weapons and armor 
technology available so your gangs can have 
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maximum power in the end. Do this as 
rapidly as you can afford to while still 
maintaining a defense of your area. 


In the game’s final stages there is no 
unowned territory remaining, so expansion 
will come at the expense of your neighbors. 
For this purpose you should hire gangs that 
are good at fighting and equip them with 
the best weapons and armor possible. Try to 
fight one enemy at a time, and withdraw 
gangs that are badly hurt to safe areas 
where they can heal themselves. Gangs get 
modifiers for certain equipment, and one of 
the challenges of the game is to match the 
equipment to the gangs for best benefit. 

The game has a few minor drawbacks. 
The graphical interface is somewhat primi- 
tive by today’s standards, and the multi- 
player version is difficult to get into because 
of the time spent waiting for all players to 
input commands and for the computer to 
process the turn. 

On the plus side, the single-player ver- 
sion of the game offers quite a challenge at 
the higher levels. Although not as addictive 
as some games currently on the market, 
there is a modicum of humor and a high 
degree of entertainment value in beating 
the computer or one of your friends with 
your disgruntled postal workers or your 
dominatrix clique. 


Mike Elliott and William Jockusch work 
in the Research and Development group at 
Wizards of the Coast. William's Type I deck 
is almost a foot tall. 


MARKETPLACE 


Advertise your business in 


For more information, 
contact our Advertising Manager, Bob Henning. 
Phone: (206) 204-7262 « email: bob@wizards.com 


pimGaRvalen New York's 
Ole BM #7 Magic™ Source 


Yer \ \ , l 
) i da \ 


° All 


sell single 


r credit cards ac cepted 


> cards 


291 7th Avenue, 9th floor * New York, NY 10001-6009 


(800) 344-GAME 


- = all 


mm tel (212) 633-1288; fax (212) 633-0979 « email — info@nground.com §& 


Webpage — http://www.nground.com 
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EAST 


1 CARDS & COLLECTIBLES 


; P.O. Box 4014 * 31A Somerset Place * Clifton, New Jersey 07012 
; Tel: (201) 773-3737 * (201) 365-0610 + Fax: (201) 773-3707 
Monday-Friday: 10-6 EST * Saturday: 10-3 EST 


YOUR #1 SUPPLIER FOR GAMING CARDS! 
CARRYING THE FOLLOWING PRODUCTS: 


Star Trek: The Next 
Generation’: 

Beta versions 

Alternate Universe™ expansion 
Factory tin sets 


Magic: The Gathering*: 


| MIRE 


Alliances” 

Antiquities® boosters, packs, and sets 

Arabian Nights® packs and sets 
| Chronicles™ boosters 
| The Dark™ boosters, packs, and sets 
; Fallen Empires™ boosters and sets 
f= Homelands™ 
: 
: 
; 
> 


Additional Games: 

Donruss sports games 
Dragon Dice™ and expansions 
Middle-earth” 

Star Wars® 

Upper Deck Games 


Ice Age™ boosters and starters 
Legends™ boosters, packs, and sets 
Revised™ boosters, starters, and sets 
Re-Revised/Fourth Edition™ 
boosters/starters 
Fourth Edition gift sets 


: Always preselling the newest and hottest games! 
Ask for FREE merchandise with every order! 


COAST! 
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ry 
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CUSIOMIJABLA CARL GAM! 


Come visit our huge retail store 


P.O. BOX 1614 * COUPEVILLE, WA 98239 


MIKKGE 


SPECIALIZING IN ALL YOUR 
TRADING CARD GAME NEEDS 


arkK/V 


WE HAVE A HUGE SELECTION OF SINGLES/PACKS/BOXES AT THE 
LOWEST PRICES POSSIBLE. CURRENT SINGLES CARRIED INCLUDE: 


* Orders over $50 on singles receive FREE SHIPPING. 
* Send $1.00 for our box/singles catalog. 
(Shipping charge applied to first purchase.) 

* We also buy collections. 

International orders welcome. 


ENT 


VISA, MasterCard, and Discover * Checks (allow 7 days to clear) * C.O.D.s * Money Orders 


® denotes a registered trademark and ™ denotes a trademark owned either by Wizards of the Coast, Inc., or by others. Most product names are trademarks owned by the companies that publish those products. 
Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. 
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c/o The Mint Card Company * 7452 B&A Blvd., Glen Burnie, MD 21061 
Tel: (410) 766-5841 © Fax: (410) 582-9738 © Email: clyve@clark.net 
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We Buy and Sell 


Single cards from all M:TG sets! 
Complete Sets! 
Current boxes of M:TG available. 
CALL FOR THE LOWEST BOX PRICES AROUND! 
Your Galactic Empires™ source 
Monthly tournaments in the Balto-Wash area 


Check/M.O./MC/VISA/DISCOVER accepted. 


ENTERPRISES 


STAL 
Reac Ee 
Tbs Gatdsrtng e 


98% OF OUR SINGLES AT BELOW LOW SCRYE 


No other ongoing company 
beats our singles prices 


Disenchanted with expensive singles? Don't go 
berserk...let J&M be your safe haven! We're on a 
crusade to control Magic™ prices. Therefore, we 
humbly suggest you shyft your business to J&M. 


To receive J&M’s singles price lists, just call! 
Phone (714) 459-1014 Fax (714) 589-3235 


J&M Enterprises 


| 29 Via Pausa, Rancho Santa Margarita, CA 92688 


® denotes a registered trademark and ™ denotes a trademark owned either by 
Use of the name of any product 
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PLAYING CLOTH FOR 
‘mm TRADING CARD GAMES 


DRAGONSCAPE 
SPELLGROUND 
fe _ This 14°x26" dragon-themed mato’ I 
is the perfect match for any 
fantasy card game. 
In tan or grey. $11.95 


f 


SpellGround soft-to- 
the-touch imitation 


“impala skin” 
playing mats protect 
your cards at 
coffee houses, 
conventions, and 
tournaments! 


ee) ® oy 


The Elite” 
Size: 21"x14" 


SpellGround” 
Original 
Size: 26"x26" (for 2 players) 
’y, I tan or te $14.95 


soe. 
hoy 2G a 


Available at your favorite game z 
or comic shop, or order direct! 
co Send check or ViisaMC info plus ‘ 
$2.50 shippinghandling to: = ! 


.s 
et, | Khalsa-Brain Games™ zs 
ba P.0. Box 170436, San Francisco, CA 9411 


415-985-5222 


(CA residents add 7.25% sales tax) 


SpellGround, SpellGround Elite, and the 
SpellGround logo are trademarks of 
Khalsa-Brain Games. 


Hours Mon-Fri 10 a.m. - 10 p.m. EST 
Phone: 1-606-878-2936 
Fax: 1-606-878-9061 
email: renvhoek@aqvault.com 
Website: http://www.aqvault.com 


MONTHLY SPECIALS 


Common Sets: Legends $35, Antiquities $15, Dark $12, 
Arabian $49, Beta $125, Italian BB Revised $29. 

Set of 1 of each picture Basic Land Set: Beta (15 cards) $15, 
Unlimited (15 cards) $5, Alpha (10 cards) $9, Foreign Black 
Border (15 cards) $5. 

Complete Sets: Dark $129, Intl. Collector's Set (Beta Set 
with square corners) $195, Antiquities $295, Arabian (with 
all variations) $850, Revised — 3rd $295. 

Singles: Desert $3, Royal Assassin $8, Shivan Dragon $12, 
Serra Angel $4, Fying Men $5, Dwarven Demo. Team $5, 
Invisibility $5, Sinkhole $12, Regrowth $4, Demonic Tutor $5, 
Sol Ring $5, Deflection $9, Seraph $6, Hecatomb $6, Jesters 
Mask $8, Jokulhaups $6, Lhurgoyf $6, Necropotence $9. 


Now Taking Pre-Orders for Mirage”! 


Write, email, or fax (don't call) for our FREE Magic catalog! 
253 dasa Ral, Eeawy, KY 40737 


e companies that publish those products 


| Single Cards ayaa 
| IYAGte YCOANCES 


¢ We carry a 


* For a complete 8 
catalog please call : 
818-972-5900 


—s om. 


We accespt: Checks, 


poner em eee 


CEE-JAY: 


Sunset Industrial Park, 52-20th St. Brooklyn, NY 11232 
Phone: (718) 832-5296 Fax: (718) 832-6792 
Mon-Fri: Noon-7:30 p.m. EST Sat & Sun: CLOSED 


Mirage starters 
Renaissance (black border) French booster 


0., In 


ee ee are 


Too Low To Print 
es™ boosters. Too Low Te 
Alliances complete set Too Low To Print 

99.00 


ee 


Fallen Empires™ complete set. 
Fallen Empires 

Fourth Edition boosters. 
Fourth Edition starters 

Fourth Edi 

Fourth Edition™ gift 
Homelands™ comp 
Homelands booster 
Homelands (French or German! 
ice Age™ complete set 

ioe Age boosters 

ice Age starters 


luminati boosters 
Ihumnati starters 
109.00 
99.00 
38.00 
48.00 
tasy Football start 38.00 
Legends (italian! 16.00 
Mirage boosters rf Wyvern bo 19.00 


We specialize in international accounts! We beat the competition. 


Call Dealer Division Hotline (203) 878-8100 


Terms & conditions: No cancellation on credit cards—only exchanges. All items are plus UPS. Prices 
are subject to change. Prices are held 7 days on phone orders. All sales are final. Delivery on pre- 
ordered and back products may exceed 30 days. All prices reflect cash prices or equivalent. 

~ 
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full selection of a 
; out-of-print products 3 az a 


: THUNDER, ( PUGHTNING. 


| 
: 
; 
CUSTOMIZABLE CARD GAME + : 
® - 
; 
| @ ie =—_ 
4 } 
' 
' 
: 


Calj Toll Free: 1-800-200-1991 
24-Hour Fax: 818-563-4996 
International: 818-972-5900 


— an 


Se ee 


Email: thunder_bolt@msn.com 


, Money Orders, AMEX and ISIT OUR RETAIL STORE LOCATED AT: or tigamirig@aol.com 

: 1507 COLORADO BLVD. Mailing Address: P.O. Box 41-1148 

Hy CES LOS ANGELES, CA 90041 Los Angeles, CA 90041 ; 
7 
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Now in stock — everything! 


Shahrazad 
Games, 


Check out our monthly tournaments 
the next two will be held on 


August 24 & September 17 
for more information see our URL below 


Phone & Fax 606-225-9410 


304 South Limestone St. ® Lexington, KY 40508 


e SINGLES * COLLECTIONS ¢ SETS #* BOXES 


~—-] = 
(No CODs) 


Prices subject 


e-mail: cardman@iglou.com 
check out our virtual shopping cart 


to change 


at http://www.tradingcards.com 


® denotes a registered trademark and ™ denotes a trademark owned either by Wizards of the Coast, Inc., or by others. Most product names are trademarks owned by the companies that publish those products. 
Use of the name of any product without mention of trademark status should not be construed as a challenge to such status. 
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OREGON WORLD TRADE, INC. 


AN AUTHORIZED, FACTORY-DIRECT WIZARDS OF THE COAST DISTRIBUTOR 
Email: owt@continet.com @ Phone: 541-998-3608 @ Fax: 541-998-5814 


We are looking for a few new retail accounts. i 
Shops with Game Day and tournaments are a plus but not required. 


We carry, special order, and presell ALL Wizards of the Coast® products 
including Dut NOT limited tor  -ccceceeeccceeeecceeeeeeeeeeeeeeeeeeseeeees : 


V:TES, Dark Sovereigns, & 
GREAT DALMUTI" ee 


Ancient Hearts 
& German gift boxes RoboRally™ — 
MIRESE YS. el Free gift for first 50 orders 


TERE E REET EERE EERE REET EEE RHEE EEE EEE EE EEE EEE EE EEE EEE EEEEEEE EES Senet e eee eeeeeeeee PPITTTITITITITITILITIT TTT TTT rrr 


Mirage” —the new Magic™ 
stand-alone expansion 


Ice Age™ & Alliances™ 
While supplies last 


Quick Start™ Set Rivals 
Magic: The Puzzling book 


NETRUNNER” 
PRO TOUR SETS 


Players guide books 
for Fourth Edition™ and V:TES 


Fourth Edition Homelands™, Chronicles™ 
in English, French, Spanish, Fallen Empires™, Fourth Edition 


AA, mM The new WotC game Battleteckt” Netrunner expansion Proteus, Multiverse”, 
COMIN G SOON: the International Gift Box (which includes two boosters of Visions”). 


MAGICLABELS 


Kor your Magic™ cards organized and easy to find 
with peel-off card-sleeve labels. Labels have the card 
name preprinted and are sorted to your preference, 
either alphabetically or alphabetically within color. 


Alpha, Beta, Unlimited™, Revised™ 

Fourth Edition™, Ice Age™ 

Arabian Nights®, Antiquities®, 

The Dark™, Chronicles™, Homelands” 

Legends™ 

Fallen Empires™, Alliances™ 

_ LABELS FOR OTHER TCG GAMES AVAILABLE! _ 


Singles, Sets, and Boxes Available for 


Unida Computer Service, Inc. 


1-800-808-6432 


FAX: 708-238-1569 « INTERNATIONAL ORDERS: 708-238-1568 


(Not produced or endorsed by Wizards of the Coast, Inc.) 
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Paul and Judy's age 
COINS AND CARDS 


P.O. Box 409 Due 
Arthur, IL 61911 


eaic DECK 
BOX SET OR PACK 


Revised ™ Starter ......cccssessssseee $269.00 | Complete} $29.00 
Revised” Booster $289.00 $8.00 
Fourth Edition” Start/Boost ......CALL CALL 
The Dark” ... $399, 00 $169.00 $7.75 
Fallen Empires CA $49.50 CALL 
Ice Age” Starter... CI CALL 
Ice Age” Booster .. : $249.00} CALL 
Chronicles” ...... ALL $99.00 CALL 
Legends” ...... $1,095, 00 $1,035.00 $36.00 
FOP CIATAS a ai ssaneséasesesascecesssotey CALL $59.00 CALL 


PLEBISCES casted hase ssteviptocctvis CALL CALL CALL 
Mirage” Starter/Booster ............ CALL CALL CALL 


Prices current as of 7/26/96. Call for latest prices. 


We BUY & SELL sets, packs, boxes, and singles for most 
Magic: The Gathering® series. 
We also sell other game cards. 


CALL OR WRITE FOR FREE GAME CARDS CATALOG 


Tel: (217) 543-3366 U.S. Fax: (800) 500-3117: Overseas Fax : (217) 543-3732 
Internet Email Station Code: pjcc@dial illinois.net : 
HOURS: 8:00-6:00 CST Monday thru Friday 8:00-6:00 Friday 8:00-3:00 Saturday 
World Wide Web Home Page: www.pjcc.com 


ames cise: | — ATTENTION: | 
ALOE eusivonoronicon STORE OWNERS 


805 W. PARK ROW DR. « ARLINGTON, TX 76013 


ASIC 


We specialize in Magic® Singles 


Singles—Sets—Boxes 
BUY @ SELL # TRADE 


Our singles (with exceptions) 
are priced at MEDIAN SCRYE for 
AN, Leg, Alpha, Beta, Unlimited, Alliances. 
The rest are LOW SCRYE! 


Tourneys every weekend. 
Ask about our October 19 Magic Tourney! 


Oliver St., Cohoes, NY 12047 + Fax: 518-237-6245 


nternational and Domestic 1-800-GAI VEAAD 


Ormers Warseme | We welcome new accounts! 
OPEN 7 DAYS A WEEK 11AM-9PM ny 


ee ree eee 


WATS 


re 


infin f Val G Ol nics & Games. Inc. : DISTRIBUTORS OF Fi 
1280 Maes Dr. #3, Lafayette, Colorado 80026 wae aaa 


Cem ow 


a 


Mirage”—the new stand-alone expansion ¢ Alliances™ 
Netrunner”—the new Richard Garfield game 
Homelands™ ¢ Chronicles™ ¢ Ice Age ¢ Fourth Edition™ 
' m Revised (Third) Edition” ¢ The Dark™ ¢ Legends” ¢ Antiquities* 
Visa, MasterCard, Discover Jyhad™/ Vampire: The Eternal Struggle” 
INTERNATIONAL ORDERS WELCOME 
STAR WARS® « STAR TREK® * MARVEL COMICS OVERPOWER™ GAME 


SHADOWFIST™ * GUARDIANS” * MIDDLE-EARTH™ * DRAGON DICE™ 
RAGE™ « DR. WHO™ « MONTY PYTHON™ * MYTHOS” 


PLUS MANY OTHER SPECTACULAR GAMES! 


We sell to retailers only! 


THE My, AgiC ( ARD COMPENDIUM ; We do not sell to the general public! 
The Magic Card Compendium is a complete checklist and price guide for : ULTRA PROT DECK-PROTECTOR PRODUCTS 


all Magi The Gathering’ cards. The Compendium lists all cards released Great prices * No minimums * Same-day shipping * Personalized service 
from the Alpha Edition to the new Alliances expansion set and even lists Next-day /2nd-day shipping available « Call for our FREE CATALOG! 
the promo edition cards released only in special offers. With over 2200 J i 


card listings, the Compendium arra nges each one alphabetically by card | ONE CALL DOESIT ALL! ¢ 9 a.M.-9 p.m. EST 
title and includes information on car set, color, rarity, and current market 


value in an easy to read format. If you've been driven crazy because you 
remember the name but not the set, then the re Card Compendium 


holds the answers for you. To own your copy of this incredible resource | GNA WHOLESALE - INC. 


guide, please send $2.00 to: 12 KENpRICK Rp., Unit #3 © WRENTHAM, MA 02571 


The Saratoga Sci-Fi i Shop + (518) 584-2699 i Located at Wareham Industrial Park — Exit 21 on Rt. 295 
Wilton Mall #75 + Saratoga Springs, NY 12866 (508) 291-0030 *FAX (508) 295-2853 


eR Oe Oat ~ oe a > ae — es — - oe 


email: infinity@infinity-inc.com 
Online catalog: 
http://www.usa.net/ ~ infinity 


otes a trademark owned either by Wizards of the Coast, Inc., or by others. Most product names are trademarks owned by the companies that publish those products 
se of the name of any product without mention of trademark status should not be construed as a challenge to such status. 
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by Mark Rosewater 


EADIE’S HAND 


Flash Counter Counterspell 


Ali from Cairo 2ee * 9 . 
While Ali is in play, damage that would reduce you St AL 
to less than 1 life lowers you to 1 life. All further ayin 1Vé 
damage is prevented. 1/1 
our opponent is Eadie. The duel 
was going great. Little by little, you'd 
Spectral Cloak o6 whittled Eadie from 20 life down 
Target creature cannot be the target of instants, 
sorceries, fast effects, or enchantments unless creature to 1. Then out came Ali from Cairo (Spectral 


is tapped. 
Cloaked no less) and a Copper Tablet, and the 


tide quickly turned. It is now the beginning 


of your upkeep, and it looks like the Copper 


Flash Counter le 


Destroy target red permanent, or return target Tablet is going to kill you. Your job is to sur- 
mountain to owner's hand. Enchantments on target 


land are destroyed. vive and defeat Eadie before she can draw. 


Stone Calendar 5 
Your spells cost up to I less to cast; casting cost of 
spells cannot go below 0. 


YOUR HAND 


Orcish Artillery lee 
®: Orcish Artillery deals 2 damage to target 
creature or player and 3 damage to you. 1/3 


Red Elemental Blast Lightning Bolt 
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EADIE (BLUE/RED) 1 LIFE REMAINING 


bis or 


Island Volcanic Island Volcanic Island Mountain Ali from Cairo 1/1 Spectral Copper Tablet 
enchanted with Cloak. 


YOU (BLUE/WHITE/RED) 1 LIFE REMAINING 


S Add 3 wo your mans post 


Plains Plateau Tundra Mountain 


Stone Calendar Prodigal Sorcerer 1/1 Orcish Artillery 1/3 Circle of Glasses of Urza 
Protection: Red 


DRAWN THIS TURN 


Shatter Stone Rain Disenchant Swords to Plowshares Prodigal Sorcerer 1/1 
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LVL AND TA 


IPFit bt ULALING 
. . * * _ 


This Has 
Been Only 
a Playtest 


hile clean- 


ing out my Artifact 
1, ©: Target creature you sum- 
moned this turn becomes 0/1 


desk, I found several 


until end of your next untap. Ac 


the beginning of your next 
aq unkeep, put a +1/+1 counter on 
Gag] that creature 


old playtest versions 
of Mirage cards. Can 
you identify what 
cards they became? 
Be warned: one of 


them never made it in. 


Opis eth eieeeiee, be 
D} Cumulative Upkeep: 2 
Whenever any other player gains life, he 
Gel or the does not do so; instead, you gain 
BY the life 
If more than one East Wind is in play, 20 
player can gain life 


beiabUs AIST fy Loe . 
2 60h Cede ot che Co, be AS ns peel, 


SPROAA OY Uy BunIEAA—OyP IAA UBESUT) 
qamuns—aso.ns9g oy) eAIYS 

298 91 Wo. paddoup—amog eury 
puowrig 943 5. v0r—wossojg 51307 
JOQUEYD [IN —ArpunuaLy 

SOASTAA UBLSIOJ—PUIAA 2563 

WNOIS UIQOH—IUaUNToy VOTE 
SOUNYY JO YSEI—ILLINAA POOMMING 
997] JO BAD—uELING 

swoMsuy 


Stumped? Fear not. Hints for 
the two solution-less puzzles 
can be found on The Duelist 
web page at <http://www. 
wizards.com>. I am still happy 
to take feedback at <woody@ 


, ©: Resnove all mana counsers from Mans Boule 
then add X mana counters to it. Play this sbuliry as a 


wizards.com>, but I no longer 
have time to correct solutions, 
as the volume has finally over- 


whelmed me. 
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Trample 


Mus. 1005 ARTIST 
Naame dh Cet, Ne A ah per 


Enchiint Word 


}Tilus. 1005 ARTIST: 


LEME Bien he tne, iow: AB wenn ET a 


Artifact 


add 2 mana of any c 


abination of colors 


mana pool. Play this ability as 


an interrupt 


Each player p 


g token in pla 


contro] 
§ contre 


me l/l green crea 


2 


=e. 


: BRYCE (BLACK/BLUE) 


} 


During your 
op 


Lead Golem 3/6 
enchanted with Soar 


On the 
Move 


our opponent is Bryce. 

You and he are playing 

a sealed Mirage game. 
Although you are ahead in life, 
you realize that Bryce is just 
toying with you. In fact, Bryce 
can easily defeat you next turn 
unless you take some action right 


away. It is the end of Bryce’s turn. 
Defeat Bryce before the end of 
your turn without dying yourself. 


You may choose to play Soar as an 


flying. 


Mind Harness 

Play only on a red or green creature. 
Cumulative upkeep 1 

Gain control of enchanted creature. 


Cloak of Invisibility 
Enchanted creature gains phasing and 
cannot be blocked except by Walls. 


pay 8 oF 
Vapeerus Dre planes cut 


Vaporous Djinn 3/4 


Soar le 


instant; if you do, bury it at end of turn. 
Enchanted creature gets +0/+1 and gains 


NO CARDS IN HAND 


6 LIFE REMAINING 


Catacomb Dragon Tainted Specter 2/2 Volcanic Dragon 4/4 
4/4 with Mind Harness 
and Cloak of Invisibility 


Swamps (3) Islands (4) 


YOU (WHITE/GREEN/RED) 10 LIFE REMAINING 


to 


Gibbering Hyenas 
3/2 


Plains (2) Forests (3) Mountains (2) 


YOUR HAND 


Cheon dene = Reworn varpee 
reapers excanement 10 vwraee't 


trample sed cad of turn 


Ward of Lights Armor of Thorns Seedling Charm Lightning Reflexes 


+2/+2 


+1/+0 
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Step-by-step 


solutions to last 


issues “Magic: 


The Puzzling” 


by Mark Rosewater 


oday I was to marry 

the most beautiful 

woman in the world. 
Instead I’m in a Turkish prison 
accused of her murder. Have you 
ever had a day like this? I don't 
know what happened. One 
minute I’m eating breakfast in 
our room, and the next I wake up 
in an alley with a bloody knife in 
my hand. Supposedly I was last 
seen with Leah having an argu- 
ment in the hotel lobby. She said 
something like, “You're not the 
man I fell in love with,” and ran 
out in tears. According to the 
police, I chased her and then 
came back and reported that I 
had stabbed her. But so many 
things seem wrong about the 
story. Leah’s a black belt in tae 
kwon do. No body was recov- 
ered. And I just can’t believe I 
would ever harm her. Anyway, 
I figured that since I can’t solve 
my problem, the least I can do is 


help you all solve yours. 
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So Close 


Published in Duelist #12, p. 87 


i he first thing you need to do to 
solve this puzzle is figure out 
what resources Andrew has for 
preventing damage and gaining life. For 
the former, Andrew has two cards, Circle 
of Protection: Red and Conservator. For 
the latter, Andrew has Soul Net. Andrew 
has plenty of spare mana, which means 
that CoP: Red guarantees you'll be 
unable to harm him with your Disinte- 
grate, your Lightning Bolt, or your Hill 
Giant. This leaves you with only two 
ways to deal damage—with your Drudge 
Skeleton and with your Pestilence. As 
Andrew’s Wall of Ice will obviously stop 
the Drudge Skeletons, you have to take 
Andrew out with Pestilence. 

The biggest problem with Pestilence is 
that it harms you as well as Andrew. As 
you have no way to gain life, you can deal 
no more than 3 damage with Pestilence. 
The first thing you want to do, then, is to 
force Andrew to use the Conservator 
ineffectually. To do this you have to force 
him to use it to prevent only a single 
point of damage. And in order for this to 
work, you have to ensure that Andrew 
cannot merely use his Soul Net to offset 
the point of damage. 


Your main phase: 

1) Tap two swamps and a mountain to 
add two black and one red mana to 
your pool. 

2) Use one red mana to cast a zero-point 
Disintegrate at Andrew's Llanowar 
Elves. Although this does not destroy 
the Elves, it will force it to leave the 
game if it’s destroyed this turn. 


The Disintegrate is crucial, as it will 
keep Andrew from being able to use the 
Soul Net on the Elves. 

3) Use one black mana to activate 
Pestilence. This deals 1 damage to 
you and to Andrew and all your 
creatures. Andrew’s Llanowar Elves 
will die, but since you used Disinte- 
grate, it won't go to the graveyard, 
which means he’ll be unable to use 
his Soul Net on it. You spend the last 
black mana in your pool to regener- 
ate your Drudge Skeletons. You are 
now at 3 life, while Andrew is at 0 
life. Andrew is forced to use his 
Conservator to prevent the single 
point of damage, as he cannot take 
the Pestilence damage. 

Now that you've made Andrew use up 

his Conservator, you need to find a way 

to finish him off with 2 damage from 

Pestilence. To accomplish this, you must 

ensure that Andrew can gain no more 

than 1 life from Soul Net. 

4) Tap three swamps and two moun- 
tains to add three black mana and 
two red mana to your mana pool. 

5) Use two red mana to cast Giant 
Strength on your Hill Giant, mak- 
ing ita 5/5 creature. 

By enchanting the Hill Giant with Giant 

Strength you've ensured that Andrew 

won't be able to use Soul Net on it. 

6) Use two black mana to deal a single 
2-damage burst with Pestilence. This 
will kill both Andrew’s Pearled Uni- 
corn and your Drudge Skeletons. Use 
your last black mana to regenerate 
the Skeletons. Andrew will be able to 


gain 1 life from his Soul Net when 
the Unicorn dies, but since you have 
dealt 2 damage to him, he will now 
die. You, incidentally, end at 1 life. 
Notice that you dealt the final 2 damage 
in a single burst (which, I should add, is 
no longer allowable after July 1, 1996). 
This allowed you to spend only one black 
mana to regenerate your Drudge Skele- 
ton. Had you done the Pestilence in sepa- 
rate bursts, you would have had to let your 
Drudge Skeleton die, allowing Andrew to 
use the Soul Net on it and to stay alive. 


A Penny for Your 
Thought Lash 
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here are a number of problems 

| that need to be addressed here. 

Let’s start with the most basic 
one: how do you stay alive through your 
upkeep? Your biggest threat is the Force 
of Nature that Camille so kindly gave to 
you. You can’t destroy it, as the Creature 

Bond would deal 8 damage to you. But if 

you don't destroy it, you take 8 damage 

when you are unable to pay its upkeep. 

You could prevent 1 damage with 

Thought Lash, but this requires your 

paying its cumulative upkeep first. 

(Remember that cards with upkeep costs 

cannot be used until their upkeep costs 

are paid.) But if you spend the three 
mana to pay for the Thought Lash’s 
upkeep, you have no cards left in your 
library to prevent Force of Nature’s dam- 
age. Add to this the fact that you might 
need to actually cast one or two spells in 

your library and you have quite a 

dilemma on your hands. The solution to 

this problem rests on Lodestone Bauble. 

All you need to do is get four basic lands 

into your graveyard. And, while you're at 

it, you need to find a way to skip your 
draw phase. As Ivory Gargoyle seems to 
be the only card on the board capable of 
this feat, you will have to find a way to 
acquire it. 

1) Tap Balduvian Trading Post and 
four snow-covered islands to add 
four blue (three used as colorless), 
one red, and one colorless mana to 
your mana pool. 

2) Tap Soldevi Sage and sacrifice two 
snow-covered islands to draw three 
cards. Draw Drafna’s Restoration, 


Death Spark, and a snow-covered 
mountain. Keep Drafna’s Restora- 
tion and Death Spark and discard 
the snow-covered mountain. 

Using the Sage serves two purposes: it 

gets you the cards you need from your 

library and puts three basic lands into 
the graveyard. 

3) Tap and sacrifice Ashnod’s Trans- 
mogrant to turn Camille’s Ivory 
Gargoyle into an artifact creature. 

Since the Magus is your only way to steal 

things, Ashnod’s Transmogrant is neces- 

sary. Also, as you will see in a bit, you'll 
need a number of artifacts (as well as 
lands) in your graveyard. 

4) Use one blue and one colorless mana 
and tap Magus of the Unseen to 
steal Camille’s Ivory Gargoyle. 

5) Use one red mana to cast Death 
Spark on Camille. This deals 1 dam- 
age, bringing her down to 5 life. 

6) Use one colorless mana and tap 
Mystic Compass to turn a snow- 
covered island into a basic swamp. 

7) Tap Viscerid Drone and sacrifice 
Soldevi Sage and the basic swamp to 
destroy Ivory Gargoyle. Be sure to 
put Soldevi Sage into the graveyard 
before the swamp. (This is impor- 
tant, as you need to have a creature 
directly on top of Death Spark.) 
The Ivory Gargoyle will go to 
Camille’s graveyard, and you will 
lose your next draw phase (How 
convenient). 

By destroying Ivory Gargoyle, the Drone 

forces you to skip your draw phase. Plus, 

it gets the fourth basic land into the 
graveyard and puts a creature directly on 
top of your Death Spark, allowing you to 
retrieve it at the end of the phase. 

8) Use one mana and tap and sacrifice 
Lodestone Bauble to put the four 
basic lands in your graveyard (three 
snow-covered islands and a snow- 
covered mountain) on top of your 
library. 

9) Remove the top three cards (all lands) 
in your library from the game to pay 
for the upkeep of Thought Lash. 

10) Attempt to pay the upkeep on Force 
of Nature. Remove the top card of 
your library (another land) from the 
game to prevent 1 of the 8 damage 
from the Force of Nature. You take 7 
damage and are now at 1 life. 


Camille gains 7 life from the Spirit 
Link and is now at 12 life. 

11) Declare the end of your upkeep 
phase. Use the remaining colorless 
mana in your mana pool to bring 
Death Spark back to your hand. (It 
is directly below the Soldevi Sage.) 

12) Skip your draw phase due to Ivory 
Gargoyle. 

13) Tap all four snow-covered moun- 
tains and Blue Mana Battery and 
remove nine counters to add ten 
blue (four used as colorless) and four 
red mana to your mana pool. 

14) Use one red mana to cast Gorilla 
Shaman. Use one colorless mana to 
activate Gorilla Shaman and destroy 
your Gustha’s Scepter. 

The Shaman is important, as it allows you 

to get another artifact into the graveyard. 

15) Use one blue mana to put Flight on 
Camille’s Water Elemental. 

16) Use one blue mana to cast Drafna’s 
Restoration. Put the three artifacts 
from your graveyard (Gustha’s 
Scepter, Ashnod’s Transmogrant, 
and Lodestone Bauble) on top of 
your library. 

17) Use three blue mana and remove the 
top three cards (the artifacts you just 
put on top) from your library to tap 
the flying Water Elemental, the 
Tetravus, and the Tetravite token 
with your Storm Elemental. 

Drafna’s Restoration allows you to add 

the extra cards to your library that you 

need to make use of the Storm Elemen- 
tal’s activated ability. 

18) Use two red and one colorless mana 
to cast Pillage on Camille’s Clock- 
work Avian, destroying it. 

19) Use one blue mana and two color- 
less mana to cast Anti-Magic Aura 
on your Force of Nature. This 
destroys Spirit Link and the Crea- 
ture Bond on it. 

20) Use one red mana to cast Death 
Spark on Camille, dealing 1 dam- 
age. Camille is now at 11 life. 

21) Attack with your Storm Elemental 
and Force of Nature to deal 11 
damage. Camille is now at 0 life. 


I hope I was of help. Now if only I can 
crack my own little puzzle. Anybody 
know the Turkish words for “I didn’t 
do it. I was framed”? 
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COMMENTARY 


LOST IN THE SHUFFLE 


Playing for Money 


an games ever be as big as the movies? 
Can games ever be as big as sports? My 
intuition says no—making games as pop- 
ular as these mega-entertainments seems 
nearly impossible. But my reason says yes; 
after all, games provide me far more 
entertainment than movies do, and games 
really are a kind of intellectual sport. 

The Magic Pro Tour might be a stepping stone 
toward that goal. I am perpetually surprised by its 
reach and effect. Many people whose interest in 
Magic had waned have found themselves swept up in 
strategizing and predicting, if not actually competing. 
Game strategy can generate a lot of heat among 
these armchair theoreticians, and break- 
throughs in game technology receive 
more attention because they win big 
tournaments. 

Naturally, people’s reaction to 
this new kind of game environ- 
ment is not always positive. At the 
first professional tournament (in 
New York) someone told me that 
playing at the tournament was the first 
time he had ever not enjoyed playing 
Magic. And many people have asked me 
whether the increased emphasis on competition will 
chase away the casual player or increase the amount of 
cheating and stealing in the game. 

The way I look at it the Pro Tour is like the NBA. 
There are a lot of players who play basketball without 
any intention of being professional, NBA players. 
Many, many people play basketball casually. The 
questions I like to ponder are “What would basketball 
be like without an NBA? Would there be courts at the 
Y? Would there be as many neighborhood games?” 

It is clear that without a professional organization 
behind it, basketball would be dramatically differ- 
ent: There wouldn't be stars to follow or records to 
analyze. There would be no televised games to get 
people excited about taking a basketball down to the 
local court. It may be true that the existence of the 
NBA increases the amount of cheating, foul play, 
and hustling in basketball, but that is only because it 
causes people to take the game seriously. The NBA 
gives basketball /egitimacy. 
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People have 
asked me whether 
the increased emphasis 
on competition will 
increase the amount of 
cheating in the 
game. 


by Richard Garfield 


But a well-respected professional organization isn't 
the only thing required to establish legitimacy. At the 
Origins game convention this year, I was approached 
by an old friend who is a vice president for a company 
in Atlanta. He said that he doesn’t talk about gaming 
there because, as we all know, the nongaming world 
views game playing as a bit weird. One day the CEO 
saw my friend’s lunch pail of Magic cards and asked 
what they were. My friend explained the game. The 
CEO asked way he played, implying that it sounded 
like a waste of time. My friend said, “Well, I did make 
three thousand dollars on the game last year.” Sud- 
denly the CEO needed no more justification. 

It’s a trite saying, but money talks. 

The only game I have played for money is 
poker, one of my favorite games. But I 
don't play for the money; I can play 

penny poker as intensely as I can play 

for higher stakes. The money is a 
catalyst for good game play rather 
than my motivation for winning. 
Is playing for money bad? Shouldn't 
people just play for the fun of the 
game? I don't think playing for money is 
bad or good; it just is. Different things 
motivate different people. It makes me happy 
when a lot of people are playing and having fun, and 
it doesn't make a difference to me what their motiva- 
tion is for playing. In the end I think the introduction 
of money as a factor might increase the number of 
amateur players, as it has with basketball, tennis, 
chess, bridge, golf, and so on. 

All my life I’ve had trouble finding fellow game 
players. In my perfect world, I could go into any café 
and find people willing to play a game with me or to 
teach or learn a new one. Hopefully, the Magic Pro 
Tour will make it easier for all players, casual and 
competitive alike, to play games, while giving the 
innovators in the field the recognition they deserve 
and that their counterparts in sports receive. I anx- 
iously await the start of next year’s Pro Tour season, 
the next small steps on that monumental journey. # 


Before he was discovered by our worldwide team of talent scouts, 


Richard Garfield spent his youth playing poker with unsuspecting 
tourists for pennies under the Atlantic City boardwalk. 
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